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7 Okay, so this at least 
piqued your interest, 
right? 








We have a lot going on at PTOM Towers. 
Very full desks, if you'll pardon the reference 
to the movie quote above (check the boxout 
below if you're new to the contest). We're 
planning for the year ahead, and I'm court- 
ing thoughts and opinions. We're now four 
months into the reshaped, rededicated maga- 
zine, we've cleared the decks, and are in the 
process of assembling a magazine "dream 
team" ready to take on the future. So what 
have we got right? What have we got wrong? 
What can we bring you that will enhance your 
PlayStation experience? 

Based on the feedback I’ve received so far, 
overwhelmingly it has been incredibly posi- 
tive, particularly in regards the look and style 
of the magazine (kudos to our over-worked 
Art Director, Ken Bousquet). On the content 
front, the PlayStation 3 is still building its mo- 
mentum and Рт committed to improving the 
quality, insight, and value that readers could 
eke from our feature stories, news features, 
and elsewhere. Same goes for our reviews 
as we fine-tune the process to ensure we 
provide the best buying advice from a cadre 
of PlayStation experts. You'll see some new 
faces along the way; let me know how you 
think they're shaping up. 

Keen readers might have expected to see 
a significant insider story about Media Mol- 
ecule's hit-in-the-making, LittleBigPlanet, as 
promised in last month's Next Month box. Ah, 
well, sorry about that. The team over in the 
UK was just too slammed getting ready for 
demonstrations at CES (see our story starting 
on page 6), and so we're delaying our insider 
Story (to match the delay of the game). But 


that turn of events became a huge positive as 
| got the chance to see Ubisoft's breathtak- 
ing new shooter-in-development, Far Cry 2. 
Action genre benchmarks like Unreal Tourna- 
ment Ill and even The Orange Box could well 
find themselves in the rear view mirror of the 
incredible technology powering this game's 
stunning visuals and dynamic open-ended 
gameplay. It's coming to PS3 later this year, 
and | personally can't wait to get to play it, so 
check out the story starting on page 48. 

This issue we also took the opportunity 
to answer in one massive fell swoop literally 
hundreds of your questions about the games 
coming to PlayStation 3. In the 2008 PS3 
Game Planner (page 57) we've collected 
details on over 160 games for your tracking 
pleasure. Cut it out and keep it as a reference 
for the ones you're most excited to play. Let 
me know which games you draw a big red 
circle around! 

It's been a tiring month, so Ра like to 
publicly thank Ken, Teresa, and Mary for their 
dedication to the cause. And now I'm off to 


slee....2ZZZZ.... 
(РАР 








You hopefully know the drill by now. 


one lucky winner to receive a Blu-ray movie from the releases that 
have landed in the office that month. So congratulations go to Dustin 
Lewis of Madison, WI who identified last month’s line from the classic 


WWII movie, Bridge on the River Kwai. 
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lll t was briefly thou: 
ing would return in a big way 
to this year's annual Consumer 
Electronics Show (CES), held in 
Las Vegas, to make up for the 
massively reduced spectacle of 
ES, the real gaming showcase 
until this past year. Clearly, that 


was not the case, as the gaming 
displays this past January were 
limited to hardware and acces- 
sory companies taking their turn 


- ı sw... 


Pose ee oce 








in the spotlight. In typical CES 
fashion, the sprawling show floors 
covering acres of the Las Vegas 
Convention Center, the Hilton 
Hotel, the Sands Expo Center, 
and countless hotel suites were 
dominated by the latest gadgets 
and gizmos, (and a number of 
ideas that can only be considered 
venture capital money wasted). 
Sony itself made no significant 
PlayStation platform announce- 
ments, although you could find a 


few highlights hidden in the booth. 


CES was, however, our only 

chance to see the very latest from 
evelopers Media 

Molecule. We were hoping to 
get the full in-depth story behind 
the game for this issue, but had 
to settle for seeing the new pre- 
sentation that showcased some 
additional features, and expanded 
on details previously revealed. 
The team displayed some extra 
emotions that you can control 
to enable anyone you're playing 
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with to instantly know your mood. 
An angry face is matched by 
clenched fists and the big, broad 
grin is reinforced by the little sack 
man's hands giving the peace 
sign! The seemingly ever-growing 
suite of tools for user creativity 
was also on display, with special 
pain being taken to explain that it 
really is very, very simple to do the 
apparently complicated functions 
being displayed on screen. 

No doubt, everyone who has got 
hands-on with LittleBigPlanet has 
been thoroughly charmed by its 
style, and similarly overwhelmed 
by the range of options that ap- 
pear to be available if you take a 
quick peek under the covers of 
the menu options. It's not hard for 
a cynically inclined press corps 

to get the feeling that the overt 
messaging of simplicity is working 
a little too hard to make its point. 
Visually, it's absolutely spec- 
tacular, and the introduction of 
player death (falling into a lava pit 











sends your sack man screaming 
toward you, mouth agape) should 
give the core level progression 
gameplay a more urgent edge. We 
remain, of course, committed to 
the LBP cause, and hope to bring 
even more detail very soon. 


“Sony itself made no 
significant PlayStation 
platform announcements, 
although you could find a 
few highlights hidden 

in the booth.” 


Q 


Bionic 
Commando 


Finally, a game 
for swingers. 





Capcom fittingly used this 
year’s CES to demonstrate 
its most advanced piece 

of gadgetry: a massively 
powerful bionic arm. Now, 
that arm was attached 

to in-game protagonist 
Nathan Spencer, the star of 
Capcom's upcoming action 
shooter Bionic Commando, 
but who cares? A remake of 
the beloved NES game of the 
same name, this overhauled 
Spencer may share the 

old hero's name, but make 
no mistake, this isn't your 
daddy's Bionic Commando. 
The game is a third-person 
action game with shooting 
and platforming elements, 










The other main software 
attraction at Sony's booth was 


Nyko's Zero wireless 
controllers have rumble 
technology and a cool to 


and has the verticality and 
hi-tech choplogic movement 
of games like The Incredible 


the big-screen display offering 
press the chance to go hands-on 
with Metal Gear Solid 4: Guns 
of the Patriots. Approaching the 
finish, nearing the end, however it 
has been reported, it does seem 
that Konami's guaranteed Play- 
Station 3 system-seller is in the 
final stretch of development. The 
level on display was one we'd 
played some time ago, but the 
consistent throng of attendees 

at this non-gaming event gave 
further evidence of the notion 
that MGS4 is the hottest game 
for PS3 in 2008. 

On the hardware front, PSP 
dominated the available news, 
with demonstrations of the Skype 
technology at work. In our test, 
given the noise on the show floor 
the best we can say is that it 
worked when the Skype-enabled 
PSP called a cell phone, and we 
could just about hear the chatter 
through the ambient racket. A 
special Skype headset that plugs 
into both headset ports on the 
PSP is planned for release soon. 
No retail price was known, 
nor was a specific release 
date given. 

Though it was confirmed 


the touch feel. 


that the TV tuner remains a 
Japan-only feature, the PSP 
GPS unit was on display, and 
although no specific date has 
been given for its U.S. availability 
(though it's confirmed for March 
in Europe), we should be seeing 
the hardware and map software 
available soon. 


Best Of The Rest 

Around the rest of the show, we 
got our hands on Nyko's Zero 
wireless rumble PS3 controller, 





due in stores this March. With 
what feels like a metal coating, 
the controller is pleasantly chilly 
to the touch, has the weight 
you'd expect from the licensed 
Immersion rumble motors 
operating under the hood, and 
will come in three colors — white, 
black, and silver. 

Given the ongoing dispute that 
means Guitar Hero III guitars won't 
work with EA's Rock Band, Nyko 
offers a solution, courtesy of the 
Front Man Wireless Guitar. It looks 


Expect to hear a specific release 
date for the PSP GPS system in 
the U.S. in the coming months. 
This small device could be a seri- 
ous option for those looking at a 
portable GPS system. 


Hulk: Ultimate Destruction 
and Crackdown. Spencer 
has a triangular reticule for 
his arm that glows when 
moved over a grapple-able 
piece of the environment. 
The arm has incredible 
range and, with the right 
amount of adrenaline (which. 
is tied to a meter that fills 
up as you pull off great feats 
of bionic acrobatics), you 
can hurl massive objects 

at enemies. Since the 
under-10-minute demo we 
saw was eyes-on-only, we 
did our best to sweet-talk 
the Capcom dewds into 
letting us play it, but it was a 
no-go, so we'll have to wait. 
to report on how Spencer 
actually handles. Stay tuned. 
— Casey Lynch 
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and performs like a regular faux 
rocker-shredder, but comes with 
an attachment that lets you turn 

a switch one way for Guitar Hero 
III compatibility, the other way for 
Rock Band. Simple and highly 
effective, the guitar is expected to 
retail at about $60. And if you're 
looking for a slightly cheaper deal 
for controlling your Blu-ray func- 
tionality on PS3, Nyko also has a 
neat Blu Wave remote control that 
will retail about $10 cheaper than 
Sony's official version. 

Elsewhere in the Gaming 
Showcase we found Red Beard 
skins. If the plain black of your 
PS2 or PS3 is too dull for your 
tastes, the acrylic stick-on 





The X Rocker Pro chairs . 
will be available this sum- 
mer, and expected to retail 
around $200. More informa- 
tion on their availability and 
price will be posted at www. 
xfunctional.com. 


For $60 Nyko's game- 
agnostic guitar will let 
you flick the switch 
(bottom left) for Guitar 
Hero Ш or Rock Band 
compatibility. 





designs can give it a bit of a 
color splash. Fifteen designs 
are available, and the company 
also does a similar skin for the 
controller of your guitar game of 
choice. You can check out the 
options at goredbeard.com. 

If you feel the need to get 
the rumble for your games 
through your back and behind, 
Ace Bayou gaming chairs 
could do the trick. The new X 
Rocker Pro includes a built-in 
4.1 sound system that works 
wirelessly —really, we sat in 
it!—and adjustable arm rests. 
You can find out more 
information about the chairs 
at www.acebayou.com. 





This Blu-ray remote 
control from Nyko 
offers a cheaper, but 
functionally similar 
alternative to Sony's 
own product. 
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Tucked away on the show floor was a work-in-progress set of customized 
Rock Band drums from UK company, xion. No production or release date has 
been set yet. 





Red Beard skins for PS2, PS3, 
and guitars add some color to 
your consoles for around $15. 
We hope to see more designs 
added to the catalog in the 
months ahead. 
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What we’re playing, watching, reading, and absorbing in the world of entertainment this month. 











The King of Kong: A Fistful of Quarters | DVD | $28 
In a battle of ultimate nerdiness, two guys compete 
for the title of Donkey Kong champion of the world 
in this comedic documentary. Why do we love it so 
much? Because we know firsthand that some of the 
scenarios are oh-so-true. In fact, some of them hit a 
little too close to home. 


Life on Mars | TV Show | Fi 

Available on BBC America, this two-season series 

is a terse, hilarious, brilliantly produced character 
study of life in a police station in 19735 Manchester, 
England. Modern-day Detective Chief Inspector Sam 
Tyler is hit by a car and awakes in the past. His new 
boss is a classic ‘70s racist, chauvinist homophobe. 
Obscure ‘70s culture references may be awkward for 
the U.S. audience, but the broader story is compelling 
and concludes superbly. 


Devil May Cry 3: Dante ArtFX Statue | Figurine | $7 
With the game just around the corner, we are huge 
fans of this Dante figurine made by Kotobukiya (a 
Japanese brand that makes stylish action figures). 
The Vergil version in the same series will be out 
soon, too. Once we get our hands on both...let the 
roleplaying commence! Er, strike that last comment 
from your memory. 


The Juno Soundtrack | Music | $14 
Sometimes we get into reflective, melancholic 
moods. When that happens, we enjoy listing to 

the Juno soundtrack—it's quaint, charming, heart- 
warming, and just quirky enough to tug a smile 
onto our lips. 





UEFA.com's Video Podcasts | Website | Fre: 

To keep up to date on the happenings in the 
European Champions League, we go to UEFA.com 
and download free video podcasts with highlights 
of each week's match. It's a great way to track the 
soccer scene without splurging on cable TV. 














Soul Calibur IV CES 2008 Trailer | Trailer | Fre: 

Star Wars characters have yet to participate in a truly 
great fighting game, which is why this trailer has us 
so excited. With the track record that Soul Calibur 
has, we're really, really hopeful (and you can read 
more in our preview on page 28). 


Cats | Animal | $150 

Oh yes, we went soft. Very soft. Courtesy of cats! 
Rob rescued one from the shelter and he's just 
smitten, much to Teresa's satisfaction (she's still 
trying to talk the staff into adopting an office pet). 
But please, people, make sure pets are spayed or 
neutered, so the pounds don't fill with more of the 
fluffy bundles of joy! (Bad things happen when 
they aren't adopted.) 


Sunshine | Blu-ray | $30 

Danny Boyle’s direction is absolutely fantastic in 
this fascinating sci-fi thriller. Boyle directed 28 Days 
Later, which was written, like Sunshine, by Alex 
Garland, so you know it's intense. For the full review, 
see Blu-ray Central on page 18, but know that we 
think the package is superb. 


Darth Bane: Path of Destruction | Book | $8 

A thousand years before the Star Wars films take 
place, the Jedi and Sith were locked in a deadly war. 
Darth Bane follows the path of a young man who 
ultimately becomes a powerful Sith lord. While some 
ofthe story mechanics are rather tired, we enjoyed 
delving into the Sith culture. 


PlayStation Eye | PS3 Peripheral | $40 

With so much software already released (Eye of 
Judgment, Aquatopia, The Trials of Topoq, Mesmerize, 
and Operation Creature Feature), the PlayStation 

Eye is shaping up nicely. It takes us one step closer 
to completely immersive virtual reality, and that's 
something we really, really approve of. 
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John Koller 
411 


Attended De La Salle High School 
(the perennial high school 

football powerhouse). 

Undergrad at St. Mary’s College. 
Post-grad at Santa Clara University. 
Fun Fact: While working in PR for the 
San Francisco 49ers: picking up our 
1st-round draft pick, William Floyd, 
immediately after the draft at SFO. 
airport in my beat-up 1988 Chevy 
Spectrum with dents and duct tape 
wrapped around it. Welcome to San 
Francisco, William. 

Favorite games: Huge Gauntlet fan 
from back in the day. Other favorites: 
Road Rash, Syphon Filter, SOCOM, 
Bill Walsh College Football, Madden 
'92 (best Madden ever), Motorstorm. 








emote play, Skype, GPS functionality, music, and video. That's not a bad line-up of functionality 

for the PSP, and that's before we even mention the games — God of War: Chains of Olympus, Crisis 

Core: Final Fantasy leading the pack. So the handheld is on the rise, and we've got more detail on 
what you can get out of the product in the year ahead. 


TOM: Big news abo! 











m to b 
Sounds gre 


nd how 
JK: Ultimately, because of the 
size and beauty of the PSP's 
LCD screen, we want to help 
owners enjoy movie and video 
viewing on the system as much 
as possible. The Portable 

Copy announcement does just 
that—and greatly expands 

movie viewing opportunities. A 
consumer simply inserts the Blu- 
ray disc with the Portable Copy 
feature into the PS3 and they'll 
be presented with a ‘Portable 
Copy' option. When the PSP is 
connected to the PS3 via a USB 
cable, selecting this option ‘rips’ 
the movie and downloads it to 
the PSP's Memory Stick Duo. It's 
a fairly simple process and | think 
PSP owners will be very pleased 
with the functionality. 






М: Skype was also another 
huge announcement for PSP 
ionalit was the 
backgrounc bringing this 

to PSP, what was the view of 
Skype that would r 
you wanted to integrate 
functionality? 
JK: Since the PSP launched, 
consumers have been asking us 
to provide either telephony or 
VoIP (voice over IP) features to the 
system. The upside to this request 












ake it some- 








is obvious—turning the PSP into 
a social communication device 
akin to mobile and other hand- 
held devices adds a whole new 
range of functionality and use to 
what was already a full-featured 
multimedia device. With this as 
background, we entered into 
discussions with Skype. Adding 
Skype to the PSP-2000 (slim and 
light) basically turns the system 
into a social communicator. What 
if a PSP owner is at a hotspot and 
wants to play SOCOM online with 
a friend who's not yet online? Or 
what if that same person wants to 
talk trash about the game earlier 
that day, or check in on his friend 
to see how he's doing? PSP asa 
social communication device has 
the potential to greatly expand 
overall usage. 


swirl about 
m Sony for 
ial commentary on 
it means for the 
broader platform functionality? 
JK: We're looking into this 
opportunity as well as other 
options to ensure that the PSP's 
promise as a social communica- 
tions device is fully realized. 










PTOM: Has the quality stable of 
games and ongoing functional- 
ity upgrades created a snowball 
effect, so that you're seeing 
developers and publishers want- 
ing to get in on the PSP game? 
JK: From a practical matter, 
beyond feature additions and 
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functionality, publishers ultimately 
care most about hardware install- 
base. Without hardware demand, 
the software will languish. After 
the PSP's extremely strong holiday 
sales, in which we sold over 1.4 
million units in North America, 

and the strong sales the system 
has experienced since the price 
drop and PSP-2000 launches last 
year, the rabid PSP install-base is 
simply one that can't be ignored. 
Publishers have been watching the 
PSP install-base rapidly grow just 
like the rest of us, and they know 
that there are plenty of opportuni- 
ties in this market for success. 





hat has been the 





community for PSP? 
JK: Over the past year, the most 
frequently requested functions 
have been VoIP functionality, 
more interaction between PSP 
and PS3, GPS, Camera, and 
keyboard additions. The Skype 
integration fulfills the VoIP 
support, and we're working on 
continued connectivity options 
between PSP and PS3— one of 
which is the aforementioned Por- 
table Copy. The GPS will probably 
launch this year—and the Camera 
and keyboard are areas that we 
are now reviewing for feasibility, 
and investigating whether there is 
broader market demand. 


PTOM: Customizability has 
been the buzz since Бей 








“Customizability is a double- 
edged sword for us with the 
PSP. We’d like to provide some 
of the keys to the house, but 
we don't want to pay for the 


party's clean-up costs." -Jom kote 


we called it Web 2.0, are there 
any plans to allow further user 
interaction with the system? 

1 suppose, this goes so far as 
user-mods. While protecting 
security is obviously vital, 
doesn’t the opportunity to open 
the system for customization 
make it even more attractive 

to its core audience? (Or to 

put it another way, will 1 ever 
be in a position of not feeling 
guilty each time I play the 
classic LucasArts adventures 
on SCUMMVM...even though I 
do own them all on PC?!) 

JK: Customizability is a double- 
edged sword for us with the PSP. 
We'd like to provide some of the 
keys to the house, but we don't 
want to pay for the party's clean- 
up costs. Put simply, we see the 
demand from the mod commu- 
nity, but the security protection 





and costs incurred due to bricked 
Systems that need to be replaced 
make it an untenable position. 
That said, we have worked to 
add customizable options for 
PSP owners in the past year, 
such as the Custom Themes that 
allow for a remodeled XMB —and 
will continue to do so. 


PTOM: After Crisis Core and 
God of War, what do you see 

as "the next big thing" on 

the horizon for PSP owners 

to get excited about, and 
potential buyers to tip them 
over the edge? 

JK: Without scooping first- or 
third-party developer announce- 
ments, there are several very large 
franchise titles coming to PSP 
with completely unique gameplay 
and story lines, in the vein of 
Crisis Core: Final Fantasy and God 





of War: Chains of Olympus. We've 
seen a lot of success from games 
related to strong franchises (i.e. 
Daxter) that offer unique gameplay 
made for the PSP owner—and 
those owners will be very happy 
that they are owners when these 
games are announced. On an- 
other front, original, downloadable 
titles from PlayStation Network 
will be a really exciting area for 
new and unique “snack-size” 
games that play into exactly how 
the PSP is used. These games will 
be download only, and we'll see 

a bunch of great titles launching 
through PlayStation Network this 
upcoming year. 


PTOM: And finally, will UMDs 
make any kind of comeback, or 
is the future of movie-watching 
on PSP through the Blu-ray 
portable files? 


JK: The UMD should see a 

sales resurgence this year, 
primarily because of SCEA- 
based efforts to hand-pick 

the best content from select 
studios and sell for one low 
price. This effort kicked off in 
January with 10 MTV titles, 
including Jackass, Wild Boyz, 
and Viva La Bam that SCEA 
distributes, sells, and markets. 
We'll see this continue with other 
studios. The UMD is absolutely 
a medium that SCE will support 
this year, while we also welcome 
the addition of the Portable Copy 
technology through Blu-ray discs. 
As mentioned earlier, we want to 
encourage PSP owners to enjoy 
and benefit from the system's 
LCD screen size and excellent 
resolution — and these initiatives 
will provide a lot of PSP video- 
viewing enjoyment. 
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Every so often, we find a hidden nugget 
that genuinely excites us—an event, a 
developer, a contraption, a game, or what 
have you that sends shivers to our toes and 
sets our heads reeling. Right now, that thing 
is French developer Quantic Dream and the 
experimental work it is doing to push the 
PS3 further than it has ever gone before. 

You may recall Quantic Dream as the cre- 
ator of the underdog games Indigo Prophecy 
and Omikron: The Nomad Soul. This time, 
its goal is to bring realistic, movie-caliber 
acting into the realm of the virtual. And we 
don’t mean adding in a few textures and 
lighting effects here and there—oh no, what 
we mean is that the studio is hiring top-notch 
actors (not just voice actors) to present 
subtle, nuanced, emotionally complex and 
physically believable performances. 

Why this is so important is that the studio 
has announced its latest creation exclusively 
for the PlayStation 3. That game is called 
Heavy Rain, and very little is known about 
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it so far, other than a web interview with 
Guillaume de Fondaumiere (Quantic Dream’s 
co-founder), who answered important ques- 
tions about the platform, and what we might 
expect from the game. 

“Although we’re very supportive of what 
Nintendo and Microsoft are doing, we felt 
that with the PS3 Sony has given us a tool to 
really to express ourselves. With Fahrenheit 
[Indigo Prophecy in the U.S.] we’ve initiated 
what we call ‘interactive cinema’ and we 
believe that this new format is best served 
on this versatile and powerful machine... 

At Quantic we have high standards and we 
really want to give our fans the best possible 
experience with our creations and we didn’t 
want to downgrade any version by porting a 
game. It was far more important to choose 
the right machine where we could express 
ourselves and give it the best shot.” 

You can read the full interview at 
www.gamesindustry.biz/content_page. 
php?aid=31593 





We Like it 








Naughty 


Great news for fans of 
Uncharted: Drake’s Fortune— 
Nathan Drake’s adventures 
aren’t over just yet. In an inter- 
view with a French news chan- 
nel, Christophe Balestra (above), 
co-President of Naughty Dog 
(and participant in last month’s 
roundtable discussion about the 
future of PlayStation 3) let spill 
that a sequel is already in the 
works. We all knew that this 
was coming, but it’s nice finally 
to have confirmation. 











s, and Oddit 














condemnedgame.com 
May contain content 
inappropriate for children. 
Visit www.esrb.org for 


rating information. 





T 2 | қоз 
i ІСІ | | 

Online Interactions T PLAYSTATIONS WA) XBOX 360 - - Ша Sy 
Not Rated by the ESRB. ë > © 


CONDEMNED 2: BLOODSHOT software © 2007 Monolith Productions, Inc. Audio visual © 2007 Hall Digital Films. Published by Sega of America, Inc. under license from Monolith Productions, Inc. SEGA is registered in the U.S. Patent and Trademark Office. SEGA and the SEGA logo are 
registered trademarks of SEGA Corporation. Microsoft, Xbox, Xbox 360, Xbox LIVE, and the Xbox logos are trademarks of the Microsoft group of companies. “PlayStation”, “PLAYSTATION” and “PS” Family logo are registered trademarks of Sony Computer Entertainment Inc. Online access 
requires broadband Internet service and a wireless access point or LAN. Certain limitations apply to Wi-Fi connectivity. User is responsible for Internet service fees. 


0 System Update | News | Trends | Blu-ray | Interviews | Top 10 











Hi gran! 
Calling to say 
I Love you! 











You never 
call... 





l weed to 
borrow some 
money... 







If you’ve never heard of Skype, it’s an internet-based 

calling service (like a telephone on your computer) that 

lets you make free calls to other Skype accounts around 

the world. They charge a fee to dial landlines and cell 

phones, but even so, thousands of folks have found it 

a cheap and effective way to communicate internation- 

ally. So you can imagine the impact now that Sony has 
announced that, come late January 2008, Skype will be 
compatible with your PSP slim... All you need is a Skype 
account, a wireless internet connection, a memory stick, 

and a Skype-compatible headset. It's like a gaming device and 
cell phone rolled into one. Now, if only the PSP had better battery 
life we'd be able to ditch phones altogether! 






You'll have to 
come rub my 
buntons. 















A Fond Farewell | 


Cory Barlog, the director and writer of 
b. God of War Il, evidently expected that 


Crisis Core: Final Fantasy 


Hajime Tabata, director of Crisis Core: Final Fantasy (last issue’s 
cover story) answered a few additional questions about the ; f 
franchise and where it may head. ! i. 





PTOM: How much input do you have 
into the overall look and feel of the 
game, and how much does technology 
and audience expectation affect 

your decisions? 

HT: In the case of Crisis Core, | decided 
the overall direction and feel of the game, 
and each section leader took their part 
and realized my vision in full detail. 
When making a decision, the first thing 
we considered was how its implementa- 
tion would affect the user, and once 

that was set we moved on to the 
technological aspects. 


PTOM: How come no direct sequel 

in the Final Fantasy VII universe, but 
a various array of other games set 
around it? 

HT: Final Fantasy VII is a completed tale 
in itself, so it is difficult to continue it in 
the form of a direct sequel. However, 

I think the reason that the story has 
continued to flourish as a Compilation 
is that the Final Fantasy VII world offers 
endless possibilities for expansion, and 
most importantly, because so many fans 
continue to show their support. 


PTOM: Final Fantasy VII was met 

with unprecedented critical success, 
and is one of the most beloved game 
universes of all time. Dirge of Cerberus 
was not so well received by fans. 

How do you respond to that reaction, 
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and how does it reflect in ( 

future games, such as 

Crisis Core? 

HT: Dirge of Cerberus was created with 
the intent to introduce Final Fantasy VII 
fans, and essentially RPG fans, to the fun 
of third-person shooters. In this sense, 

| feel that we have been able to achieve 
our goal to a certain extent. Each team 
that works on a Compilation title strives 
to stay true to the Final Fantasy VII world 
as they create content that presents а 
new challenge to them. The fans' reac- 
tion, as much as the learning experience 
that the team went through during the 
development process, has presented new 
challenges and improvements to con- 
sider for future projects. Everything that 
is learned during development is passed 
on to the team following suit, so if we do 
decide to further expand the Compila- 
tion, the knowledge gained from previous 
projects will definitely be reflected. 


PTOM: So that Final Fantasy VII 
remake that you’ve said will never 
happen: Why? 

HT: I thi is because the conditions 
that are necessary to remake the game 
have not been met at this point. The pos- 
sibility for a remake may become greater 
if, for instance, the schedules of the 
original members of the Final Fantasy VII 
development team, such as Kitase and 
Nomura, open up. 








gamers would 
be curious 
what would 
happen to the 
GoW franchise 
after his depar- 
ture from Sony 
Santa Monica. 
Perhaps that's 
why he 
addressed the 
situation in 
his blog: 

"| know for the God of War fans out 
there it might be a bummer that | am 
not working on God of War 3...but rest 
assured that it is all in good hands. The 
Sony Santa Monica team is one of the 
best teams | have ever worked with. 
Also, immediately after | finished God 
of War 21 was already working on the 
story and design for the third game. So 
when Sony and | finally did 
part ways the foundation of 
the game, along with story 
that completes the arc we 
began in God of War, was 
complete... The story is 
going to finish off with 
a very big, very epic 
bang though." 


More of Cory's 
thoughts can be found 
at corybarlog.blog- 
spot.com. 















GTA IV is just around the corner. 
Even without looking at release 
dates, we can sense the game’s 
imminent release from the 
tingles of anticipation sweep- 
ing through the internet like an 
electrical storm. We love quality 
content made by fans of PlayStation products, 
and one piece we've featured in the past is 
Brotha's re-make (using the San Andreas engine) 
of the second GTA IV trailer. Well he hasn't been 
slacking, and this time he's scrutinized the third 
GTA IV trailer and worked his magic once more. 
You can watch Brotha's full remake of 
the third trailer at http://www.youtube.com/ 
watch?v=3E4uXeGoUuY or compare screenshots 
of his work versus Rockstar's original (see right). 
Brotha's real name is Haris Sacic, and he was 
kind enough to answer some questions for us. 





| had seen many similar videos about GTA IV 

and thought that many of those were pretty cool 
and very creative. | wanted to see if | could do 
something like that, but | wanted to do something 
that had not been done before. | got the idea of 
recreating all the GTA IV trailers right after the 
second GTA IV trailer. | thought that it would be 
cool to do a recreation of it and see the finished 
result, and the public reaction was amazing! So of 
course | had to do the other ones, too. 


When | started, | fortunately already had the 
"tools" for doing the video [GTA: San Andreas]. | 
just began to shoot the scenes, one by one, and 
slowly progressed throughout the video. That 
process involved finding similar scenarios, similar 
characters and vehicles, getting the right timing, 
right camera angles, and so on. The first two trail- 
ers took me about three hours a day for 10 days 
to complete. Trailer 3 took me about one month 
to do, so yeah, it did require some work. Luckily, 
there are many talented modelers and skinners 
out there that make my job easier. 


My favorite GTA has to be Vice City. When I 
first played it, | was amazed how well the rather 
stereotypical 80s atmosphere was captured 

by Rockstar, and it was really great to drive 
around in a Sabre Turbo during sunset. This 
game had it all: great story line, great city, and 
great characters! 
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DLE PRICE: RATED: 
It’s remarkable that after 25 years, Blade Runner has yet to be outdone. It’s not simply one of the 
best movies of the 1980’s, but a truly iconic and prescient view of the rapidly approaching future. 
The earliest and best of a run of Philip K. Dick-based films and arguably the best thing Ridley Scott 
has ever done, Blade Runner is as incredible now as it was in 1982. Of the three re-edits over the 
years, the Blu-ray transfer of the Final Cut is especially amazing. The film looks as if it were shot 
this year, with details that were lost on earlier formats now easily seen—like the tattoos on Rutger 
Hauer's replicant character's chest, or the worms in Ford's drink in the strip club. Don't expect the 
Final Cut to be a complete re-imagining of the original movie. In truth, it's merely a refined and subtly 
re-touched version of the 1992 Director's Cut. Over the course of five discs, you'll find an in-depth 













PRICE: RATED: 


Some of you might be surprised to 
hear that The Simpsons Movie is 
really just an overly long episode 

of the show with better production 
values. Shocking, right? Still, if you 
can accept that, then this is easily 
one of the funniest and entertaining 
movies to hit theaters this year, 
which is equally true at home. 
Although not packed with extras, 
there are deleted scenes (in high 
definition) and two commentary 
tracks, including one with Groening 
and friends that is one of most 
amusing commentaries ever. 





MOVIES 











FEATURES 








documentary of the movie, the original theatrical and international cuts, the 1992 director's cut, 
and a slew of other extras. The only negative here is that the two discs of supplemental materials 
are normal DVDs, not Blu-ray. 
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FEATURES 




















PRICE: RATED: 


It's hard not to get excited about 

a movie starring Jason Statham 
and Jet Li, and that's really the 
draw of War. The plot is straight out 
of the B-movie Kung Fu playbook— 
a burned out cop obsessed with 
tracking an evil Triad assassin—but 
plentiful entertaining graphic 
violence makes War satisfying for 
a quick action fix. The extras are 
surprisingly decent—especially 

for a B-movie—including picture- 
in-picture making-of featurette 
support, deleted scenes, 
commentary, and gag reels. 


MOVIES 
FEATURES 








PRICE: RATED: 


If Uwe Boll had a protégé with 
slightly more style and talent, it 
would be Paul W.S. Anderson. Not 
only did he manage to somehow 
blow Alien Versus Predator, he's 
also to blame for the travesty that 

is the Resident Evil series. Now on 
Blu-ray, Resident Evil isn't the worst 
game-to-movie translation; it's shiny 
and looks great, but no amount of 
special effects can overcome the 
banal script and absurdly stupid 
characters. The extras give you far 
more information about the movie 
than anyone could ever want. 





MOVIES 
FEATURES 

















WORST BET 


PRICE: 





RATED: 


Because the first two movies weren't 
quite bad enough... Resident Evil 
Extinction continues Paul W.S. 
Anderson's dream of making Milla 
Jovovich a superhero. This time she 
actually has super powers, although 
regrettably no spandex or a cape. 
Extinction muddles any hope of 
redemption with confused direction 
and cinematography (especially 

the action scenes), and the plot is 
completely idiotic. On the flipside, 
the transfer is great—the picture 
quality is exceptionally sharp and 
the audio powerful—and it offers 
far more extras than the movie 

really deserves, including Blu-ray 

1.1 support via Blu-ray-Disc-only 
picture-in-picture extras. 
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PRICE: RATED: 

How any reasonable person can 
watch Chris Tucker and not want to 
put a shovel to his head is a mystery, 
especially when he’s all but stealing 
his $20 million pay day. But Jackie 
Chan is, as always, watchable no 
matter how dumb the script. After 
all, that’s how he became the world’s 
biggest box office draw. Like the rest 
of the series, Rush Hour 3 definitely 
has its moments and laughs, and 
many of the fights (especially the 
Eiffel Tower sequence) look great. 
So for those who have stuck with the 
series, Rush Hour 3 is not completely 
without reward, but the subtitle of 
the movie might as well be “drop 
kicking a dead horse." Like most 
New Line releases, it's packed with 
extras, including a "visual" director's 
commentary, deleted scenes, and 
making-of shorts. 
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PRICE: RATED: 
The second giant monster movie 
from Korea to hit American shores 
lately suffers from almost all the 
same problems as The Host. The 
monsters (in this case, mostly 
dragon and reptilian critters) look 
great, and when they're fighting 
tanks and soldiers, or just wreaking 
havoc through the city, the movie is 
terrific fun. Unfortunately, everything 
else is muddled, overwrought 

junk. The plot is long-winded and 
overblown, the characters are 
brain-dead, and there's simply not 
enough tank-on-dragon action. Just 
the same, the climactic giant dragon 
battle is awe-inspiring to watch, 

and the Blu-ray transfer looks and 
sounds great. But, the extras are 


F nearly non-existent, with only some 


artwork and storyboarding, and a 
humdrum making-of short. 
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FEATURES 




















PRICE: RATED: 

Danny Boyle moves from horror 

to sci-fi with astounding results. 
Sunshine is a gorgeous, thought- 
provoking, and intense sci-fi thriller 
that works on virtually every level. 
The transfer is pristine with sharp, 
crisp visuals and a powerful, 

moody soundtrack. As one of 

the first Blu-ray 1.1 discs, it is not 
overwhelmed with extras—mostly 
making-of shorts, deleted scenes, 
andan interactive sound re-mixing 
sequence. However, the commentary 
tracks are definitely worth watching. 
Aside from Boyle's own commentary, 
there is another surprisingly 
interesting commentary track 

by a physicist. 





MOVIES 








FEATURES 











One of HD-DVD's biggest advantages over 
Blu-ray is now outdated, thanks to Blu-ray 
1.1. Adding an extra layer of interactivity to 
your viewing experience, movies will soon 
start appearing with online components and 
more user-interactive features. Currently, 
1.1 just allows making-of shorts to appear 
in a smaller window during the movie, but 
expect Blu-ray disc makers to start hooking 
you up to original web-based interactivity. 
Possible new features include online stores 
accessible while watching the movie, and 
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WEB-BASED INTERACTIVITY 


more complex games included as bonus features. The downside is that early adopters of 
standalone Blu-ray players will likely have to buy a new unit. PS3 owners, however, are safe 
thanks to the recent firmware upgrade that seamlessly added 1.1 support. 


THE OLD SWITCHEROO 


A terrific announcement for Sony 

and PlayStation 3 as Warner Bros 
formally stated that in May 2008 it will 
be releasing high definition content 
on Blu-ray only. This is especially 
surprising since the studio started 

out backing HD-DVD exclusively, and 
current big-ticket releases like the 
Matrix trilogy are still only available on 
HD-DVD. That seems likely to change 


in the next few months, as major titles 
will be released on both formats before 
switching to Blu-ray exclusively. 





E> 


Blu-ray Disc 
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THE GODS WILL 
HAVE A WARRIOR 





MANKIND WILL 
HAVE A HERO 


Brutalize enemies withlfire, ‘Turn the tide of battle with Battle armies of undead 
ice and lightning attacks. mythological creatures. warriors in an open world. 


PLAYSTATION = ЕЗ ж) 


www.sega.com/viking 
17+ 


€. SEGA. SEGA, the SEGA logo and Viking: Battle for Asgard are registered trademarks or trademarks 






Blood and Gore of SEGA Corporation. The Creative Assembly is a trademark of The Creative Assembly Limited. а 
Intense Violence All rights reserved. Developed by The Creative Assembly Limi Published by SEGA. С> дттиє} 
“PlayStation”, "PLAYSTATION" and “PS” Family logo are regi d trademarks of Sony 1,4 


Computer Entertainment Inc. Microsoft, Xbox, Xbox 360, Xbox LIVE and the Xbox logos are ^] ‘SSEMBLY 
ESRB CONTENT RATING Wwwesrh.ory trademarks of the Microsoft group of companies. e www.sega.com 





"HE WILL SHOW NO MERCY 





Previews | First Look | Hand 


High-flyin' Rico Rodriguez makes his biggest 


PS3 AVAILABLE: 1 GENRE 
f only JFK had a grappling 
hook and parachute, that 
whole Bay of Pigs thing 

could have gone differently. 

Rico Rodriguez, specialist in 

regime change, knows better. 

After liberating the tropical island 

of San Esperito in 2006's Just 

Cause, the James Bond-Enrique 

Iglesias hybrid is back with a new 

bag of high-flying stunts in his 

first PlayStation 3 appearance, 

Just Cause 2. His new mission: to 

liberate the island of Panau from 

the dictator Baby Panay, a cross 
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PUBLISHER: 


s-On | In-Depth 


DEVELOPER: 


between Benito Mussolini and 
Fantasy Island’s Tattoo. 

If you played the original Just 
Cause on the PS2, you know 
the Swedish development house 
Avalanche Studios likes to keep 
its tongue squarely in its cheek, 
and Rico will again play different 
island factions against each 
other to maximize chaos and 
destabilize Panay’s regime. What 
follows, says Avalanche, is a 
story of “crime, corruption, drug- 
running, murder, international 
power struggle, backstabbing, 





and regime change.” You know, 
the usual. 


Rico Suave 

Try to follow along here: while 
cruising the harbor in a rocket- 
powered speedboat, you see an 
attack helicopter flying overhead. 
You fire your grappling hook onto 
the back of the chopper and 
deploy your parachute to take a 
free parasailing tour of Panau. 
After admiring the view, you reel 
into the chopper, climb around 
the side so the pilot doesn’t see 
you, jump into the cockpit, and 
kick the pilot into the deep blue 
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First Look 
Preview 


jump yet: to the PS3 





sea below. You notice a convoy 
of military vehicles speeding 
toward a power plant below. You 
fire off a few rockets, jump out of 
the chopper, free-fall a thousand 
feet, open your 'chute, and toss 
a few grenades into the back of 
a transport truck. After landing— 
and avoiding the massive explo- 
sion of the transport truck—you 
attach one end of your grappling 
hook to an escaping car. You 
quickly fasten the other end to a 
palm tree and watch in mischie- 
vous glee as the cord tightens 
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“FIGHTER? 


The Third Reich won World War II. 
America is under Nazi Control.. | 
An unrelenting homegrown insurgency N 

is now the only hope for liberation. 









Fight on the streets of 
New York, Washington DC, 
and London 


E 





Battle with devastating 
postwar weaponry in 


: Brutally effective | - online multiplayer 
environmental kills, human shields e 


and guerrilla warfare 
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and the car stops...violently. 
Now, take a breath. 


Tools of the Revolution 
What sets Just Cause 2 apart 
from other open-world games is 
the tremendous sense of freedom 
in both exploring the world and 
in taking out Panay’s minions. 

If you ever wanted to tether a 
fascist lieutenant to the bumper 
of a monster truck and drag him 
over a series of sand dunes, 
now's your chance. Sure you 
could use one of the dozens of 
upgradeable firearms to dispatch 
your foes, but isn't it more fun to 
affix the leader of a drug cartel to 
a supersonic jet and give him an 
aerial view of the island? It's this 
kind of creativity that makes Just 
Cause 2 one of the more intrigu- 
ing action games on the horizon 
in 2008. 


The Price of Freedom 
Unfortunately, it was that same 
sense of creativity that led to a 


laundry list of bugs in the original 
Just Cause. Avalanche was 
trying to squeeze a next-gen 
experience into a current-gen 
package, and was limited by disc 
and memory space. As such, the 
massive island of San Esperito 
was dotted with villages that 
were indistinguishable from one 
another, and the 303 missions 
were mostly identical. No matter 
how large the landscape is, rep- 
etition is repetition is repetition. 
Now on a Blu-ray disc and 
harnessing the power of the PS3, 
JC2 is poised to redefine the 
free-roaming experience. Panau 
offers more than 1,000 square ki- 
lometers of jungle, snow-covered 
mountains, deserts, beaches, 
and urban landscapes to explore. 
A next-gen graphical overhaul 
ensures that the revolution will 
be televised...in hi-def! Now that 
Avalanche isn't tied down by last- 
gen platforms, look for Rico to fly 


high in 2008. Jonathan Miller 
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The Story so Far 


The Agency is in trouble. Field operative Tom Sheldon has gone rogue, and taken $2 million 
in agency funds with him to Panau. With his intimate knowledge of the Agency's black ops 
in San Esperito, Sheldon has his former employer by the short-and-curlies. His bikini-clad 
former partner, Maria Kane, is not pleased. She tracks down Rico, the only agent capable of 
‘bringing Sheldon in and toppling Baby Panay’s cruel dictatorship. It won't be easy, though. 
Rico’s only contact on Panau is а Swedish charity worker who prefers to spend his time 
drinking, whoring, and gambling. Our kind of guy! 
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In order to m 


ат a game-friendly 
pace, slow wind-up guys like Dice-K 
and Wang needed to be speeded up. 


PS3 AVAILABLE: March 2008 BENRE: Sports 
PUBLISHER: 2K Sports DEVELOPER: 2K Sports 


aseball fans, sounds like 
you might have realistic 
options to play some ball 


this spring. SCEA's MLB: The 
Show was our unanimous pick 
as baseball option du jour in the 
first round of national pastime 
PlayStation 3 releases. 2K Sports' 
MLB 2K7 suffered from classic 
new-platform syndrome of shoddy 
framerates, wonky visuals, and 
clear evidence of a rush-for- 
release-job that satisfied almost no 
one. Second time around and the 
team is better equipped, and as 
Executive Producer Ben Brink- 
man described, "last year was just 
getting the game working...so this 
year we could focus on adding 
cool stuff." 

Visually, MLB 2K8 sports 
obvious upgrades. Planned— 
and relatively standard — PS3 





Every time you get a base hit there's 
à one percent chance you can unlock 
a "wild card" that could add a star to 
your line-up. 
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MLB 2K8 


A productive off-season for 2K Sports 





First Look 
Preview 











features like cel shadowing and 
anti-aliasing, along with correct 
hair, will now be a part of the 08 
stylish look. Of course, what true 
baseball fans really care about is 
how the game plays out, how the 
batters and pitchers face-off, and 
to that end 2K has introduced a 
number of upgrades and tweaks 
to the system, most crucially in its 
pitching interface. 

Using the right analog stick to 
deliver a pitch, you pull back and 
hold it until the effectiveness level 
has reached its maximum (shown 
by a circle that's larger when a 
pitcher has a high rating for that 
pitch). Unleashing the pitch then 
ensures that you're as involved 
as possible in delivering the heat, 
tempered by the ratings of the 
actual players you're controlling. 

To get the best insight, Brink- 
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Different pitches were modeled after the arm motion 
used for various deliveries, such as the 3 o' clock-to- 
9 o' clock arm angle involved in throwing a slider. 


man attended spring training in 
Scottsdale, Arizona, and met with 
two Oakland Athletics pitchers— 
ace Rich Harden and closer 
Justin Duchscherer. Their gaming 
fandom, along with the pitching 
wisdom they revealed over dinner 
one night, gelled nicely with de- 
tails learned from Dontrelle Willis 
and Jeff Marquez (a pitcher in the 
Yankees farm system, a first- 
round draft pick in 2004). 

For the batting motion, Brink- 
man admits that the format in 
MLB 2K7 "didn't feel that reward- 
ing." Despite Brinkman describing 
the upgrades to 2K8 as "nothing 
revolutionary," he explained that 
the under-the-hood improve- 
ments contribute to a much 
improved experience. 

Possibly the most revolutionary 
move for 2K8 is the introduction of 
the card game. Through collecting, 
trading online, and earning cards 
for accomplishments in the game, 
you can unlock historical players 
and put them in a line-up that you 
can then take online. We'll bring 
you more details of the impressive 
card game functionality in a 
coming issue. Rob Smith 
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Unrated and Revamped 
Episodes Too Graphic for TV" 


Includes all 13 action-packed episodes 
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Soulcalibur IV 


зе be with Voldo 





PS3 AVAILABLE: Summer 2008 GENRE: Fighting PUBLISHER: Namco Bandai DEVELOPER: Project Soul 


e had heard —and 
expected —that guest 
characters would re- 


appear in Soulcalibur IV, after they 
went MIA in Soulcalibur ІІІ, but 

we had no idea they'd be from a 
galaxy far, far away. At this year's 
Consumer Electronics Show (CES) 
in Las Vegas, during a show of no 
other gaming surprises, Namco 
Bandai made the announcement 
that the Star Wars galaxy would 
be officially crossing-over into the 
Soulcalibur franchise, introduc- 
ing two characters to the series. 


Sith Lord Darth Vader will appear 
as an exclusive character in 

the PS3 edition. The diminutive 
Jedi-master Yoda is making an 
exclusive appearance in the Xbox 
360 edition, so we got the cool 
one. Though details were slim 
regarding their specific fighting 
styles, how the characters would 
be shoehorned into the Soulcali- 
bur universe, or even why exactly 
a lightsaber wouldn't just carve 
straight through human weapons 
like Mitsurugi's katana Shishi-Oh, 
LucasArts did confirm that Vader 





Knocked back by the force of his saber, or by the Force itself? Hmm... 
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We know he’s а Sith Lord and all, but we really 
want to mess with those buttons on his chest. 








Hands-on 
Preview 











would be unlockable, have his 
own story line, and be playable 
both off- and online. 

We learned that you'll encounter 
him as you progress through the 
game and unlock his character. 
After that you'll be able to play his 
story line, and we're assured that 
at some point it will all make sense 
why he's there in the first place. 
We got no word on whether or not 
Yoda will at some point become 
an unlockable or downladable 
character for PS3, but when 
pressed if other Star Wars char- 
acters would also appear in the 
game, a LucasArts representative 
said "quite possibly." 

Namco Bandai VP of Marketing 
Andrew Lelchuk explained that 
a big part of the Soulcalibur IV 
experience will be about custom- 
ization, letting you "personalize 
your character, which will affect 
how it will interact." Naturally, we 
asked if we could put Vader in 
Elton John sunglasses, paint his 
helmet's Mr. T mohawk-looking 
strip pink, or if Vader would be 
able to wield the Soul Edge, but 
mum was the word. 


Guest Starring... 


Soulcalibur Il included an exclusive guest 
character for each of the PlayStation 

2, GameCube, and Xbox releases, with 
Tekken character Heihachi Mishima 
appearing in the PS2 version. Link from 
The Legend of Zelda and comic book anti- 
hero Spawn starred in the GameCube and 
Xbox editions, respectively. 





In addition to the Force- 
flavored news, Namco treated us 
to some great hands-on time with 
the game, though neither Vader 
nor Yoda were playable. Instead, 
we were able to take Soulcalibur 
alums Mitsurugi, Cassandra, and 
Taki through their combo-tastic 
paces over two stages. The 
demo was shown at 720p, ran 
at a very tight 60fps, and looked 
incredible. The two stages, 
creatively titled Stage 1 and 
Stage 2, were set in two different 
locales, a swamp and a court- 
yard, both of which featured tons 
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of fine details, including vibrant 
colors, meticulous foliage, and 


new destructible environments. 

The character models were 
also outstanding and should set 
а new bar for the series with eas- 
ily the best looking animations, 
shading, and textures we've seen 
yet from the franchise. Mitsurugi 
looks as gruff as ever, his scarred 
muscular frame and wartorn 
armor all properly proportioned 
and looking appropriately beat 
to crud. Speaking of propor- 
tions, it's hard not to notice that 
many of the female characters 
have been given a physiological 
upgrade, like the bodacious Taki, 
who appears to have been 
reimagined with the gravity- 
defying Itagaki-san physics from 
Dead or Alive Xtreme 2 in mind. 
Cassandra is a bit more reserved 
in the bosom department, but 
hey, she fights in her undies, so 
we'll cut her some slack. 

The gameplay was definitely 
on par with the visual present- 
ation, featuring huge move sets 
unique to each character's indi- 
vidual fighting style (some have 
as many as four stances and up 
to 10 weapon variations), all of 
which increases the number of 
possible combos immeasurably. 
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The game should ship with 
between 15 and 20 returning 
characters from the Soulcalibur 
pantheon and a few 

new characters, like the prev- 
iously announced, armor-clad 
Hildegard (or Hilde for short). 
Each character will have their 
own story line centering on their 
respective quests for one of 
two mystical weapons: the 
cursed Soul Edge and the holy 
Soulcalibur. 

For one-on-one competitive 
play, we understand that the 
development team at Project 
Soul is hard at work to ensure 
the online component of the 
game is as compelling as the 
local play. The same team 
that worked on Tekken 5: Dark 
Resurrection — considered a test 
round for this project—is at the 
controls of this feature, finally 
able to produce the required 
lag-free gameplay. We obviously 
weren't able to try it online, so 
only time will tell. 

Stay tuned for more news 
as we get our thumbs ready 
for some serious Soul-trounc- 
ing— courtesy of the Dark Side 
of the Force— when Soulcalibur 
IV hits stores this summer. 

Casey Lynch 
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PS3 AVAILABLE: Late 2008 GENRE: 
PUBLISHE DEVELOPER: 


Taking the leap into a whole new 
franchise, after years of producing the 
wildly successful Battlefield series, 
Swedish developer DICE is pushing 
boundaries and gameplay expectations 
with Mirror’s Edge. Sure, it’s first-person, 
but a whole new kind of first-person. 
“We wanted to try...something that 
was based around the feeling and 
emotion of actually being a character 
rather than the feeling of shooting a 
gun,” explains the game’s senior producer, 
Owen O’Brien. That character is the 
nimble Faith, who will display a wide 
range of athletic abilities, powered by 
an engine built specifically for the task. 
“Once we decided we wanted to focus 
on the person, not the gun, it was a 
natural step that we would need to 

see the whole body actually moving in 
first-person,” says O'Brien. 
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It took six months of concept work before 

a working prototype seemed like it would 
deliver the desired results. "Since then we 
have been adding moves and refining the 
overall feel," says O'Brien. But what kind of 
game will receive the application of these 
genre-bending efforts? “Our story takes 
place in a city that does not exist—but it 
could," says O'Brien, "A blend of East meets 
West. Tall shimmering buildings, clean, 
crime-free streets, a high standard of living. 
A Utopia—if you are willing to conform." 
Within this environment, pulling elements of 
parkour into a gameplay situation, Faith will 
run and jump, but crucially, you'll be able 

to see all of your body in order to make the 
best calculations of space and distance to 
decide which places can be reached, and 
which can't. Should be fascinating to take 
Mirror's Edge on a test run, and we'll have 
more details on that soon. RS 
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on PUBLISHER: E 


Without a doubt, Command & Conqueris one of the top franchises in videogameland. Though built 
on its real-time strategy (and PC-centric) roots, it has been expanding outwards for some time, 
and with the announcement of Tiberium for PS3, brings a new gameplay dynamic with its change 
of platform scenery. This new game is pitched as a first-person shooter with tactical elements as 
you control infantry, armor, and air units in the shoes of Forward Battle Commander Ricardo Vega 
in a conflict against an alien threat. Just from the initial images, supported by the core direction of 
the gameplay, we're pretty stoked to see the franchise coming to PS3. RS 


May contain content 
inappropriate for children. 
Visit www.esrb.org for 
rating information. 


PS3 AVAILABLE: Fall 2008 GENRE: Third-p 
PUBLISHER: Sierra DEVELOPER: High Moon Stu 


Robert Ludlam's Jason Bourne character made the transition from book to movie with startling 
and spectacular results. No surprise the stylish espionage action is getting the game treatment, 
with the keys to the franchise handed to High Moon Studios, who previously created the 
reasonably well regarded Darkwatch. We've yet to get the full PS3 story on the gameplay 
dynamics, but if you know the movies (and if you don't, go rent them right now, though as 
Universal movies they're not on Blu-ray) then you know to expect a hand-to-hand fighting 
experience, an array of CIA weaponry, and crazy car chases. We'll have more on this in the 
months ahead. RS 





PS3 AVAILABLE: 
GENRE: PUBLISHER: 
DEVELOPER: 


As an over-the-top, action-packed, open- 
world PS3 title by the makers of Crash of 
the Titans, Hulk, and The Simpsons: Hit & 
Run, Prototype shows a lot of promise. Alex 
Mercer, the game's protagonist, possesses 
a tremendous array of supernatural 
power—like the ability to jog up walls, 

and lift cars with his bare hands. If that 
hasn't convinced you 

to pay attention to 

Prototype, take a 

closer look at these 

screens: they just 

might. TD 


PS3 AVAILABLE: GENRE: 
PUBLISHER: 
DEVELOPER: 


We should all be familiar with the 
LEGO videogame phenomenon by 
now. First Star Wars, then Indiana 
Jones, and now the hero of Gotham 
City, Batman. The villains Nighthawk 
and Man-Bat will make appearances 
as well. The game won't be out until 
the end of the year, but these pretty 
pictures should certainly whet your 
Dark Knight appetite. TD 
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Notice that this surrealistic baddie 
is covered in tar. That sticky sub- 
stance will play a significant part in 
Ethan's waking nightmares. 


Ethan's experiences have changed him 
into an angry, hollow drunk. 


40 | March 2008 


Bloodshot 


ace combat re 


Brutal, gruesome, in-your- 


PS3 AVAILABLE: March 2008 GENRE: Horror PUBLISHER: Sega DEVELOPER: Monolith Productions 


than Thomas, the 
protagonist of both the 
original Condemned and 


the sequel (due in March) grasps 
a two-by-four in his hands. We 
can see the gleaming tips of 

the nails jammed through the 

far end of the plank, and almost 
feel the splinters in the coarsely 
textured wood as we weave 

our way through this hands-on 
demonstration of Condemned 
2: Bloodshot. A snarling thug 
leaps at Ethan. In response, 
Ethan slams the nail-embedded 
plank across his enemy's face, 
kicks him while he reels from the 
impact, parries with the two-by- 
four when the thug storms back 
at him, elbows him a few times 
for good measure, and finishes 


him off by ramming his head into 
a TV. Anyone who's played the 
first Condemned (an Xbox 360 
exclusive that was later ported 
to PC) can immediately see 
that Monolith has taken all the 
criticism and commentary of 
the first well-regarded game to 
heart and tried to craft a horror 
masterpiece that transcends 
the original. 

The first game tells the story 
of Ethan, a determined ЕВ! agent 
who investigates murders and 
tracks serial killers. He is framed 
for murder and journeys through 
a metaphorical hell as he hunts 
down the real killer to clear his 
name. The Ethan in Condemned 
2 is a totally changed man. Angry, 
drunk, unemployed, and prone to 
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hallucinating, he is pulled back 
into the mess by a mysterious 
phone call. Hopefully, this time, 
he'll find the answers to give 
him some peace of mind. 


First-person action 

The combat in the original 
Condemned was deemed too 
repetitive and simplistic by 
some. Monolith responded by 
adding a slew of new features to 
Bloodshot. The fighting will still 
be mostly melee-based, and 
you'll still be able to acquire 
impromptu weapons from your 
environment and steal your en- 
emies' weapons, etc., but that's 
where the similarities stop. In 
Bloodshot, you can combo your 
attacks (controlling your right 
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arm, left arm, parries, and kicks). 
If you perform attacks quickly 
enough and fill up a rage meter, 
you'll be able to perform Chain 
Attacks, which is a slow motion, 
button-tapping mini-game that 
unleashes powerful and graphic 
attacks. You can also force your 
enemies to their knees and then 
execute Environmental Kills, 
which let you grab them by the 
head and then pick something 
from the environment to perform 
the finishing blow (like drowning 
them in a toilet or throwing them 
off a bridge). 





e than just brute force 
Though Bloodshot is predomi- 
nately about combat, you'll 
occasionally get your hands dirty 
with some CSI-style sleuthing. 
Coupled with your powers of 
observation, an assortment of 
forensic tools (black light, gas 
spectrometer, GPS, etc.) will help 
you decipher unexplained crime 


an may have cleared his name in the first game, but the doesn't теа 








Scenes. For example, to unravel 
the mystery behind a dead body, 
you would to need notice the 
blood tracks on the floor, turn 
on your black light to see them 
better, and then follow them to 
discover where they lead. After 
finding a piece of evidence, the 
game might present you with a 
multiple-choice question, and 
you'll have to carefully examine 
the area in order to answer 
correctly. Do a good job on this 
and you'll unlock better power- 
ups for your weapons at the 
end of each level. 


PI 





ying nice 

Bloodshot's multiplayer will sup- 
port up to eight people in either 
online or LAN games. In addition 
to the typical deathmatch and 
team deathmatch, Bloodshot will 
offer two unique modes: Crime 
Scene and Bum Rush. In Crime 
Scene, four players are members 
of the Serial Crimes Unit. They 


he's fondly remembered by the suits. 


need to scan and locate evidence 
cases within a time limit. Their 
enemies, the Influenced, must 
hide the cases and wait for the 
right moment (when SCU mem- 
bers are scanning for the cases, 
for example) to burst out of 
hiding and attack. Bum Rush, on 
the other hand, pits two powerful 
SCU agents against six weaker 
Influenced. We're interested to 
see how the unbalanced numbers 
play out. 

We like what we've seen of 
Condemned 2: Bloodshot so far: 
the creepy setting, the intense and 
varied melee combat, the puzzle- 
solving elements, and the different 
modes (see sidebar for info about 
Blood Shot Fight Club mode). 
Whether it manages to burn fright- 
ened panic into our hearts or sear 
haunting images into our minds 
will determine whether or not we 
put Condemned 2: Bloodshot 
onto our pedestal of ultimate 


horror classics. Teresa Dun 


is one well-timed parry. 

































Besides single-player and multiplayer, 
Bloodshot will offer a special mode 
called Blood Shot Fight Club. It will 
have six different scenarios, each 

with a different objective. Attaining 
collectibles in the single-player session 
will unlock choices in Blood Shot Fight 
Club. For example, one scenario is an 
arena, where you can choose your 
opponents, tools, weapons, etc., and 
then start the battle. Other scenarios 
have you struggling to survive in a mad 
crowd for a certain length of time, or 
destroying a target amount of evil dolls. 
But you didn't hear that from us. 






(62; pu 'oduced by 
«Force 





XBOX 360. 


Warriors Orochi and the KOEI logo are registered trademarks or trademarks of KOEI Co., Ltd. ©2007 KOEI Со. Ltd. All rights reserved 
c. Memory Stick Duo!M may be required (sold separately). Microsoft, Xbox, Xbox 360, and the Xbox logos are either registered 
is a trademark of the Entertainment Software Association. All other trademarks are properties of their respective owners. 











Previews |First Look | Hands-On | In-Depth 





PS3 AVAILABLE: TBA 2008 GENRE: Action 





| here can be only one... 
more MacLeod. Joining 
kinsmen and fellow im- 
mortals Connor and Duncan of 
film and television fame, respec- 
tively, newcomer Owen MacLeod 
will continue the Highlander my- 
thos in Eidos’ upcoming combat 
title, to be released later this year. 
The more MacLeods the mer- 
rier, we say. With multiple time 


Coolest level-up ever? 
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Sombat PUBLISHER: Eidos DEVELOPER: Wid 


periods to draw upon, as well 
as numerous fighting styles, and 
colorful immortal enemies, few 
franchises are better suited to be 
made into games. Then again, 
that’s what we thought about 
Superman and The Matrix... 
Developer Widescreen Games 
doesn’t appear to be follow- 
ing the path of crappy licensed 
movie game, however. Instead, 





Game: 


Swordplay ensues. 


| First Look 
Preview 


it has an apparently insightful 
handle on the defining aspects 
of Highlander: what it means to 
be immortal, the quickening, and 
flashbacks of memories gone by. 
Also, writer David Abramowitz of 
the Highlander television series 
(and Murder, She Wrote, if you’re 
a fan) has signed on to pen 

the story, ensuring that Owen’s 
exploits will fall well within 

the mythology. 


I Am Immortal 

The story opens in near-future 
New York, just as a terrorist 
attack has ravaged the city. It hits 
close to home, yes, but the mas- 
sive gas attack is also a handy 
way for an evil immortal to track 
down Owen because, well, he's 
the only one who doesn't need 

a gas mask. Suddenly, hordes 
of soldiers in hazmat suits burst 
through the windows and we get 
our first glimpse of Owen in 


Owen joins Connor and Duncan as tt 








ewest MacLeod. 





back in time to ancient 
Avoid exploding volcano. 






action. For 2,000 years young, 
he sure can handle himself. 
Surrounded, Owen strings 
together deadly combo after 
deadly combo with a katana 
blade, using a hack-and-slash 
combat system clearly inspired 
by sword-fighting masterpieces 
God of War and Ninja Gaiden. But 


6 й Owen strings together deadly combo 


after deadly combo with a katana blade, 


using a hack-and-slash combat system clearly 


inspired by sword-fighting masterpieces 
God of War and Ninja Gaiden. 9 g 


Gravity matters not to an immortal. 


Owen is also immortal, and he'll 
use it to his advantage. An enemy 
thrusts a sword into his chest, and 
Owen pulls it in even further to 
disarm the soldier. It's a gruesome 
sight, and even the hardened 
soldier is grossed out. Then Owen 
rips the blade out of his chest and 
heaves it right back at his enemy. 
Creative, original, and totally sweet. 
Highlander does away with the 
traditional life meter and replaces 
it with a “stamina meter." It's 
important to keep in mind that 
immortals are still only human, 
devoid of freeze breath or super 
strength. They do get tired. If 
Owen gets too tired, he'll fall 
to the ground, his prized head 
there for the taking. Of course, 
if a situation appears too hairy 
he can always jump off a cliff or 
out a window for a quick escape. 
Or he can light himself on fire 
and burn his enemies. Or he can 
touch a downed power line to a 
giant puddle of water to fry the 
surrounding foes to a crisp. 
Immortality has its perks. 


Sweet Memories 

To defeat his new enemy, Owen 
must search his memory for clues, 
which is a fancy way of opening 
up flashbacks. He'll travel back to 
feudal Japan and learn the ways 
of the Katana, to his Scottish 
Highlands homeland to master 
the powerful Claymore, and to 
ancient Pompeii on the eve of 

the eruption of Vesuvius to study 
the twin Gladius daggers. He'll 
also behead a number of evil 


immortals along the way, absorb- 
ing their powers and knowledge 
in a ticklish electrical storm known 
as the quickening. 

These flashbacks will provide 
Owen clues to the location of an 
ancient artifact that promises 
ultimate power. Only then will he 
be prepared to learn the identity 
of the immortal terrorist who 
hunts him in New York. 

Although the code is pre-alpha, 
Highlander's story seems very 
promising and a welcome addi- 
tion to the franchise. We'll let you 
know how the combat fares as 
Soon as we get our hands on the 
game. As for this preview, so now 
it ends. Jonathan Miller 


Owen has had 2,000 years to learn three distinct combat styles. 
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Ubisoft taps the PlayStation 3 power to 
deliver first-person shooter Far Cry 2-a vast, 
refreshing, inventive game design that you'll 


risk malaria to play. By Rob Smith 


irst-person shooters have pinned their unique 

selling points on various factors: online play, 

story-telling, original setting, and more. The first 
Far Cry was released on PC in 2004 and stood out for 
its spectacular technology, which allowed a uniquely 
open-ended gameplay progression. The tropical island 
setting looked absolutely spectacular, with detail in 
the foliage and shanty towns that brought a whole new 
level of realistic fidelity to a game environment. But the 
go-anywhere, do-anything gameplay mechanic was the 
real winner, with the engine really shining as it allowed 
for multiple paths toward and through any encounter. 
PS2 owners were originally promised the follow-up, 
Far Cry: Instincts, but were then denied, as the engine 
conversion proved too taxing for the platform. 

PlayStation 3 is a different story, however. Ubisoft 

Montreal Engineering Director Dominic Guay explained 
to us that an early proof of concept assured the team 
that no compromises would be required to bring the 
ambitious gameplay design to the PS3. And here it is... 
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The enemy Al is already working with devastating effect, as they can see and 
hear you—even listening for your weapon reloading. You know when you're 
spotted with a musical cue, as the soundtrack goes from ambient tranquility 
to up-tempo and ominous. 


Want to pei fori a mission ata 
to wake up at a specific time. 


The story has been written by Susan O’Connor, who has penned the scripts for 
big-time games like Bioshock and Gears of War. Expect plenty of dialogue from 


the 55 unique speaking parts in the game. 


“Far Cry 2 requires a lot of pro- 
cessing power,” Guay explains, 
“and using the PS3’s SPUs is 
great for complex systems like 
the vegetation.” 

From our first look, Far Cry 2 
will push the PlayStation 3 Cell 
Processor as hard as any game 
has needed to so far. The game 
is set in a non-specific country 
in Africa. Environments cover the 
range of dense jungle and open 
plains, dotted by shanty towns of 
rickety wooden huts, corrugated 
iron siding, and gun-toting hood- 
lums packing some incredibly 
aware Al alongside their AK-47s. 
But it's the inconspicuous details 
that provide an ambience you've 
probably never seen in a game 
before. "Environments can feel 
like cement otherwise," says 
Guay. Grass, bushes, and trees 
sway gently in the breeze (or 
bend under the force of stiff gusts 
of wind); the sun moves across 
the sky, casting ever-changing 
shadows across the face of every 
object; even local fauna (of the 
non-threatening variety) roams 
the landscape. Guay laughed: 
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through the nightmarish problems 
presented by having predator 
animals— do they attack Al, do 
they attack each other, could you 
"train" a virtual zoo of beasts into 
atown and let the Al deal with 
them? So you'll have to make do 
with spying zebras' twitching ears 
and other herds harmlessly mind- 
ing their own business. 


Sick Visuals 

This beautiful open playground is 
where you'll awake in a malaria- 
fevered state in a local hotel. 
"Sickness is a key to the whole 
game, "explains the game's 
story designer, Patrick Red- 
ding. “Without malaria medicine 
you get sicker, it impacts your 
vision, and you can even end 

up on the ground, coughing," 

he adds. Finding medicine is a 
personal motivating objective to 
go along with your primary goal: 
track down and assassinate an 
arms dealer—The Jackal—who 
is supplying the two sides of this 
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& & WITHOUT MALARIA MEDICINE YOU 
GET SICKER, IT IMPACTS YOUR VISION, 
AND YOU CAN EVEN END UP ON THE 
GROUND, COUGHING. g g 





You're not managing the morality 
of the fight, but will play for both 
sides in order to get the informa- 
tion you need to track down The 
Jackal. 

You get missions by visiting the 
competing warlords—represent- 
ing the APR (Alliance for Popular 
Resistance) and UFLL (United 
Front for Liberation and Labor). A 
relatively large crossroads town is 
home to representatives of both 
sides living in an uneasy détente. 

There you can buy and upgrade 
your equipment courtesy of the 
arms dealers at the local bazaar, 
who take the diamond currency 
you find and earn for complet- 
ing missions. In fact, Redding 
explained an RPG-lite system at 
work. “You can find manuals and 
upgraded tools that allow you 
to repair damaged vehicles,” he 
says. In addition, every mission 
you take, and the style with which 
you execute it, impacts your repu- 
tation in the game world. You be- 
gin the game by choosing a male 
avatar from the nine available 
options. The other eight faces go 
into the NPC pool of characters 
that you'll meet and greet around 
the world (along with three female 
characters). The design concept 
is that you'll make friends with 
these people, and managing 
those relationships affects who 
might be available to help you in 
a firefight, or crucially, save your 
hide by pulling your seemingly 
deceased carcass out of harm's 
way. You'll then be healed 





While buddies (like the character Marty who helps on a number of missions) can 


save your life, you need to watch their backs, too, since if they die, they stay dead. 
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ig one enemy we had lost track of as we scoped out the area. 
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Exploration is rewarded by finding diamonds, and also camps and bedrolls where 


at a safe point, given a basic 
sidearm, and have the chance 
to get back into the action and 
retrieve your weapons. 

You'll meet these potential 
best virtual friends in a variety 
of ways, including rescuing one 
from rotting in a prison cage, or 
in the middle of a firefight that's 
likely deadly until you save the 
day. Their appreciation leads to 
developing relationships, and the 
more buddies you unlock, the 
more can be available to help 
you out. 


The sun moves across the sky, so there а 
game world as the day passes. 


you can save the game. You'll have plenty of opportunity across the 50 square 
kilometers that comprises the game world. 





Welcome to the Jungle 
From the get*go you'll be armed 
with a map, a.machete, a cell 
phone (for receiving. messages, 
and detonating IEDs), and a mon- 
ocular that lets you see across the. 
landscape (and also includes a 
wind direction indicator, which is 
handy if you're thinking of lighting. 
up a village with the flamethrow- 
er... you know the old proverb 
“man who pee into wind always 
get his own back.") Anyway, 
peeking through the compass at 
distant locations also lets you set 


ht and shadow changes in the 
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An advanced move can help you get to 
cover quickly. If you hit crouch while 
sprinting you'll go into a slide, which 

is handy for ducking into shelter when 
enemies are lighting up your position. 


waypoints on the map so that you 
can note specific directions to go, 
or areas you want to revisit. 

The map shows the location of 
your mission objective, but how 
you get there is totally up to you. 
You could walk. While an option, 
it may not be much fun. So snag- 
ging a vehicle from a local village 
is a good idea. Peering through 
the monocular you scope out the 
movement of mercenaries among 
the ramshackle huts and decide 
on your strategy for getting a 
jeep. Even a quick hit-and-run 
can turn into a memorable chase 
through the jungle, as once in 
your commandeered vehicle the 
bad guys can jump in whatever 
is left and give chase. But how 
this plays out depends on the 
availability of vehicle types and 
how many mercenaries are in the 
vicinity. The options are almost 
limitless as you take any route 
out of there, and this reinforces 
the explore/encounter/escape 
design mentality at play. You'll 
see that attitude in action through 


the 30-some missions that form 
the critical path. In addition, a 
vast range of other missions will 
be offered by NPCs that should 
extend the potential play time 
many times over. 

As you explore the wilderness 
it will be important to take note 
of the environment, with clues 
like trampled grass indicating a 
patrol route, for example. Once 
you're ready for the encounter 
portion you could be armed with 
any of 30 or more weapons, each 
uniquely detailed (a wood-bar- 
reled rocket launcher?), including 
mortars, automatic shotguns (that 
can jam, though the chance of 
that happening can decrease as 
you upgrade your skills), grenade 
launcher, Carl Gustav guided 
rockets, and the flamethrower. 
You carry weapons in one of three 
slots (primary, secondary, and 
special), and weapons you find 
will always be available in a cache 
Secured at your safe house, so a. 
quick visit back home will let you 
change the loadout in a jiffy. 


Take Your Time 
Tactically, your options appear 
incredibly vast. Want a vehicle? 


Watching Grass Grow 





The choices include jeeps, mini- 
SUVs, flat-bottom riverboats, 
swamp boats, dune buggies, and 
the glider (a great way to tour 

the environment and watch the 
day pass, and the animals roam). 
Since rivers run through the map 
you'll use boats pretty frequently 
to get around. However you 
decide to get to a mission, once 
there the options continue. Try a 
stealth approach to picking off 
guys and sneaking around, or go 
the Rambo route. "Our creative 
director likes all that stealth 

stuff, so designed missions to 

be completed like that," explains 
Guay, “but | hate that s__t, so 
you can also go in guns blazing.” 
Those tactics also play out as you 
manage your infamy in the world. 
Since you're in constant need of 
that malaria medicine, sources 
are less inclined to sell you their 
supplies if you’ve got a reputation 
for blazing into every situation 
and not leaving anyone 
alive. 

And all this 
gameplay — 
the team 
estimates that seeing and doing 
everything could take 60-plus 


hours— doesn't factor in the mul- 
tiplayer portion. While details are 
being kept secret, one piece of in- 
formation we got was the planned 
inclusion of a map editor. Yes, that 
includes the PS3, so you can build 
maps and then share them. 
Seriously, if the screenshots 
don't give it away, seeing Far Cry 
2 in motion is pretty incredible. 
The subdued color palette helps 
craft a thoroughly believable Afri- 
can jungle setting. Watching Guay 
die mid-mission, and then replay 
with quite a different tactic and 
outcome, only hinted at the depth 
of variety crammed into this 
first-person shooter experience. 
Finally for PlayStation 3 owners, 
the Cell power is getting tapped 
in a way that clearly puts it on 
par with high-end PCs, and 
the pay-off should be one of 
the most complete, compelling, 
and memorable action games 
we see in 2008. 





























While you can shoot up (and burn down) trees and 
shrubbery, it will actually regrow. Just to show off 

the technology, Guay demonstrated the function in 
quick-speed, and not only does it work, it looks damn 
cool, too. This helps ensure that areas that you retread 
over the course of your destructive exploration still 


have plenty of vegetation to keep the environment 
interesting. Of course, if you happen to torch a few 
buildings while it’s raining, the fire won't propagate as 
much as if it’s dry. 
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Afrika 

RELEASE: TBA 

DEV: Rhino Studios 

PUB: SCE 

SUMMARY: A photo-realistic safari 
sim? Afrika is still shrouded in 
mystery, but it's certainly pretty. 
http://us.playstation.com 


The Agency 

RELEASE: 04 

DEV: SGE Seattle 

PUB: Sony Online Entertainment 
SUMMARY: Console exclusive MMO 
spy shooter from the folks behind 
EverQuest. 
http://theagency.station.sony.com 


k*k 


Alone in the Dark 
RELEASE: 02 

DEV: Eden Bames 

PUB: Atari 

SUMMARY: Unlit solitude makes a 
comeback in this survival-horror 
franchise revival, 
http://www.centraldark.com 


Amphibian Man 

RELEASE: TBA [2008?] 

DEV: KDV Games 

PUB: TBA 

SUMMARY: Cyberpunk action RPG 
based ona sci-fi novel from 1928. 
http://www.kdvgames.com 


ArmA 2 

RELEASE: TBA (93) 

DEV: Bohemia Interactive 

PUB: TBA 

SUMMARY: ArmA: Armed Assault 
sequel combines FPS action with 
character development. 
http://www.arma2.com 
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This game is still sorta awesome. 
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Not so awesome. Maybe used? 
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Highly unlikely. Does never work for you? 
















Armored Core 4: Answer 
RELEASE: Q2 

DEV: From Software 

PUB: Sega 

SUMMARY: Customizable rohot 
battler expected to pack deeper 
narrative punch. 
http://www.armoredcore.net/acfa 


Army of Two 
RELEASE: March 4th 
DEV: EA Montreal 
PUB: Electronic Arts 
SUMMARY: Another coat of polish 
awaits before EA's co-op shooter 
ships this spring. 
http://www,ea.com/ 
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Backbreaker 

RELEASE: NGA (03] 

DEV: Natural Motion 

PUB: TBA 

SUMMARY: Physics-heavy football 
sim promises sickeningly realistic 
sacks and tackles. 
http://www.backbreakergame.com 


Battlefield: Bad Company 
RELEASE: March 24th 

DEV: DICE 

PUB: Electronic Arts 

SUMMARY: Online shooter 
franchise picks up a narrative and 
destructible environments. 
http://www.battlefield.com/ 
badcompany 


Beijing 2008 

RELEASE: August 

DEV: Sega 

PUB: Sega 

SUMMARY: Announced summer 
Olympics tie-in includes a taste of 
over 20 events. 








http://www.sega.com 


The Bigs 2 

RELEASE: TBA (June) 

DEV: Blue Castle Games 

PUB: 2K Sports 

SUMMARY: Arcade-style hardball 
to receive the franchise treatment 
in 2008. 
http://www.2ksports.com 


Bionic Commando 
RELEASE: 04 

DEV: GRIN 

PUB: Capcom 

SUMMARY: Classic franchise 
revived with Bionic Arm swinging 
and other action hijinks. 
http://www.bioniccommando.com 


Blitz 2008 

RELEASE: TBA (02/3?) 

DEV: Midway 

PUB: Midway 

SUMMARY: Pigskin sequel ta 
continue unlicensed unnecessary 
roughness. 
http://www.midway.com 


Borderlands 

RELEASE: 04 

DEV: Gearbox 

PUB: 2K Games 

SUMMARY: Mad Max-inspired FPS 
with RPG elements promises nearly 
endless weapon variety. 
http://www.borderlandsthegame. 
com 
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The Bourne Conspiracy 
RELEASE: June 

DEV: High Moon Studios 

PUB: Sierra 

SUMMARY: Action icon Jason 
Bourne tackles espionage in title 
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inspired by Ludlum's novels. 
http://www.bournethegame.com 


Brothers in Arms: 

Hell’s Highway 

RELEASE: April 

DEV: Gearbox 

PUB: Ubisoft 

SUMMARY: Squad-based World War 
|| shooter franchise gets the next- 
gentreatment. 
http://www.brothersinarmsgame.com 


Brutal Legend 

RELEASE: TBA (042) 

DEV: Double Fine 

PUB: Sierra 

SUMMARY: Psychonauts creators 
enlist Jack Black and metal icons 
for rockin’ action adventure. 
http://www.brutallegendgame.com 


Buzz! Quiz TV 
RELEASE: TBA (02?) 

DEV: Relentless Software 

PUB: SCEA 

SUMMARY: Popular trivia party 
game hits Europe in March; what 
about the States? 

http://www. relentless.co.uk 
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Cabela’s Monster Bass 
RELEASE: 03 

DEV: Sand Brain Studios 

PUB: Activision Value 
SUMMARY: Bass fishing gets the 
Cabela's touch this summer on 
PlayStation 3. 
http://www.activision.com 


Castle Wolfenstein 
RELEASE: TBA [2009?) 
DEV: Raven Software 
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PUB: Activision 

SUMMARY: Announced FPS sequel 
may slip into 2008, but we're 
hopeful for a late “ПВ release. 
http://www.idsoftware.com 


The Chronicles of 
Narnia: Prince Caspian 
RELEASE: May 

DEV: Traveller's Tales 

PUB: Disney Interactive 
SUMMARY: Action-adventure 
adaptation to include exclusive 
footage not in the film. 
http://disney.go.com/ 
disneyinteractivestudios 


The Chronicles of Riddick: 
Assault on Dark Athena 
RELEASE: 03 

DEV: Starbreeze Studios 

PUB: Vivendi Games 

SUMMARY: Xbox shooter due fora 








next-gen remake with new content | 


and multiplayer. 
http://www.riddickgame.com 


Cipher Complex 

RELEASE: TBA 

DEV: Edge of Reality 

PUB: TBA 

SUMMARY: Stealth-action title to 
emphasize speed and power over 
hiding in shadows. 
http://www.ciphercomplex.com 


The Club 

RELEASE: February 19th 

DEV: Bizarre Creations 

PUB: Sega 

Project Gotham devs diverge with 
a third-person arcade shooter. 
http://www. bizarrecreations. 
com/games/the_club/ 


College Hoops 2K3 
RELEASE: November 

DEV: Visual Concepts 

PUB: 2K Sports 

SUMMARY: Leading NCAA 
haskethall sim expected to iterate 
once more in November. 
http;//www.2ksports.com 


Commando 3 

RELEASE: 01 

DEV: Backbone Entertainment 
PUB: Capcom 

SUMMARY: PSN update to run- 
and-gun shooter adds online play 
and co-op vehicles. 
http://www.capcom.com 


Condemned 2: 
Bloodshot 








RELEASE: February 26th 

DEV: Monolith Productions 

PUB: Sega 

SUMMARY: Ultraviolent sequel 

to 360 launch title packs brutal 
action and brawling hobos. 
http://www.condemnedgame.com 


Conflict: Denied Ops 
RELEASE: February 12th 

DEV: Pivotal Games 

PUB: Eidos Interactive 
SUMMARY: Fifth iteration of 
shooter franchise enters first- 
person perspective with co-op 
emphasis. 
http://www.conflict.com 


Dark Mist 

RELEASE: TBA (91/2?) 

DEV: Game Republic 

PUB: SCEA 

SUMMARY: This fantasy adventure 
hit the Japanese PSN last year— 
hopefully, we'll see it soon. 
http://www.jp.playstation.com/ 
scej/title/darkmist/ 


Dark Sector 

RELEASE: March 25th 

DEV: Digital Extremes 

PUB: D3Publisher of America 
SUMMARY: Gears of War meets 

a spinning glaive in this Unreal 
Engine 3-powered action/shooter. 
http://www.darksector.com 
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Dark Void 

RELEASE: Q4 

DEV: Airtight Games 

PUB: Capcom 

SUMMARY: Former Crimson Skies 
devs plot an on-foot and mid-air 
assault against alien forces. 
http://www.capcom.com 


Darksiders: Wrath of 
War 

RELEASE: TBA (02/3?) 

DEV: Vigil Games 

PUB: THO 

SUMMARY: Hack-and-slash/ 
shooter hybrid with designs from 
comic guru Joe Madureira. 
http://www.thg.com 


DC Universe 

RELEASE: ТВА (2009?) 

DEV: SOE Austin 

PUB: Sony Online Entertainment 
SUMMARY: MMORPG based оп 
OC Comics heroes missed ‘07 
release, but maybe it'll surface 
this year. 
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Dead Space 

RELEASE: 04 

DEV: EA Redwood Shores 

PUB: Electronic Arts 

SUMMARY: Survival-horror on an 
alien-controlled mining ship in an 
original sci-fi IP from EA. 
http://www.ea.com/deadspace 


Destroy All Humans! 
Path of the Furon 
RELEASE: March 4th 

DEV: Sandblast Games 

PUB: THO 

SUMMARY: Aliens leave the last 
gen for some humorous human- 
hunting on the PlayStation 3. 
http://www. 
destroyallhumansgame.com 


Devil May Cry 4 

RELEASE: February 5th 

DEV: Capcom 

PUB: Capcom 

SUMMARY: Dante welcomes new 
co-protagonist Nero for more 
intense hack-and-slashing. 
http://www.devilmaycry.com 


* * Ж 


Disgaea 3 

RELEASE: TBA (03) 

DEV: Nippon Ichi 

PUB: TBA [NIS America] 
SUMMARY: Quirkytactical RPG 
series heads to the PS3 with shinier 
visuals and kookier characters. 
http://disgaea.jp/3/ 











Dragon Ball Z: Burst Limit | 


RELEASE: TBA (94) 

DEV: Dimps 

PUB: Namco Bandai 

SUMMARY: Driginal Budokai series 
developer takes over with PS3 
anime-inspired fighter. 
http://www.dimps.co.jp/dbz-bl/ 


Dynasty Warriors B 
RELEASE: February 18th 
DEV: Omega Force 

PUB: КОЕ! 


SUMMARY: First entry for traditional 
hack-and-slash series on PlayStation 
3 adds new combo system. 
http://www.koei.com 


Echochrome 
RELEASE: TBA |022) 

DEV: SCE Japan Studios 

PUB: SCEA 

SUMMARY: Guide a mannequin 
around stages that can only be 
traversed by changing perspective. 
http://us.playstation.com 


Eight Days 

RELEASE: TBA 

DEV: SCE London Studio 

PUB: SCEA 

SUMMARY: Sony's long-dormant 
action/driving title expected to 
make some noise in 2008. 
http://us.playstation.com 


Elefunk 

RELEASE: TBA (02?) 

DEV: Bbit Games 

PUB: SCEA 

SUMMARY: Build bridges in PSN 
title-then see if they withstand 
the weight of elephants. 
http://us.playstation.com 


Enemy Territory: Quake 
Wars 

RELEASE: TBA (02) 

DEV: Z-Axis 

PUB: Activision 

SUMMARY: Team-based 
multiplayer shooter heads to home 
consoles with 16-player support. 
http://www.quakewars.com 


Eternal Sonata 

RELEASE: TBA [02] 

DEV: Tri-Crescenda 

PUB: Namco Bandai 

SUMMARY: Explore the mind of 
composer Chopin in this colorful, 
expanded RPG part. 
http://eternalsonata. 
namcobandaigames.com 





FINAL FANTASY XIII: The Final 
Fantasy hype machine is usually well 
into overdrive by this point, and with a 
late-2008 release reportedly оп the cards, 
we're getting a bit worried. Not that we 
expect the game to disappoint—despite 


minor quibbles, the numbered Final 

Fantasy titles of the PlayStation era have 

been roleplaying gold. Rather, we're a bit 

worried about that vague release target and what it means not only 
for XIII, but its pseudo-sequel/spin-off, Final Fantasy Versus XIII. 
Unload some more details, Square Eni 
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Fallout 3 
RELEASE: 04 
DEV: Bethesda 
PUB: Bethesda 
SUMMARY: Post-apocalyptic RPG 
picks up a significant makeover 
from the Elder Scrolls devs. 
http://fallout.bethsoft.com 


Зак 


Раг Сгу 2 

RELEASE: ТВА (04?) 

DEV: Ubisoft Montreal 

PUB: Ubisoft 

SUMMARY: FPS favorite from 2004 
gets a proper sequel without the 
help of original dev Crytek. 
http://www.farcrygame.com 


kkk 


Fatal Inertia 

RELEASE: May 

DEV: Koei Canada 

PUB: Koei 

SUMMARY: WipEout-esque 
hovercraft racer finally coming 
after a layover on the Xbox 360. 
http://www.koei.com/fatal_inertia 


Ferarri Challenge 
RELEASE: TBA (92?) 

DEV: Eutechnyx 

PUB: System 3 

SUMMARY: Take part in the 

Ferrari racing series with 16-player 
online matches. 
http://www.system3.com/fc 


FIFA 03 

RELEASE: Detober 

DEV: EA Canada 

PUB: EA Sports 

SUMMARY: Sportos seeking the 
traditional soccer experience can 
expect FIFA 09 this fall 
http://www.easports.com 


FIFA Street 3 

RELEASE: February 18th 

DEV: EA Canada 

PUB: EA Sports 

SUMMARY: Take it to the streets 
for urban soccer with a new stylized 
look and improved controls. 
http://www.easports.com 


Final Fantasy XIII 
RELEASE: 94 

DEV: Square Enix 

PUB: Square Enix 

SUMMARY: See box on page 58. 
http://www.square-enix.com 


Flower 
RELEASE: TBA 
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DEV: thatgamecompany 
PUB: SCEA 

SUMMARY: Details are scarce on 
this PSN flower-focused game from 
the developer of flOw. 
http://www.thatgamecompany.com 


Fracture 

RELEASE: 03 

DEV: Day 1 Studios 

PUB: LucasArts 

SUMMARY: Transform the terrain 
with a series of grenades in this 
futuristic sci-fi shooter. 
http://www.fracturegame.com 


Free Realms 

RELEASE: TBA (03?] 

DEV: Sony Online Entertainment 
PUB: Sony Online Entertainment 
SUMMARY: Kid-friendly MMO 
includes free play but can be 
expanded with microtransactions. 
http://station.sony.com 


Frontlines: Fuel of War 
RELEASE: May 5th 

DEV: Kaos Studios 

PUB: THQ 

SUMMARY: Dystopian energy 
struggle sets the stage forthis 
futuristic FPS 
http://www.frontlinesgame.com 


Б 


The Getaway 3 

RELEASE; TBA 

DEV: Team Soho 

PUB: SCEA 

SUMMARY: Will Sony finally spill 
the beans on its London gangster 
sequel? We're betting maybe. 
http://us.playstation.com 


Bhosthusters: The Video 
Bame 

RELEASE: October 

DEV: Terminal Reality 

PUB: Sierra 

SUMMARY: Game picks up where 
1888's Ghostbusters ll left off, with 
all major players involved. 
http://www.ghostbustersgame.com 


Golden Axe: Beast Rider 
RELEASE: September 

DEV: Secret Level 

PUB: Sega 

SUMMARY: Classic fantasy hack- 
and-slash series makes a comeback 
laterthis year. 
http://www,sega.cam 
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nine million units sold of each primary 
series entry, we're guessing no—it can't. 


Gran Turismo 5: Prologue is expected 
stateside this spring, but it's merely a 
taste of what's to come. We'll likely have 


x е, > 


to wait until the fourth quarter to get our 

hands on the complete Gran Turismo 5 

experience, with its 16-player online races, My Garage profile system, 
and of course, the series’ trademark: stunningly realistic visuals that 


push the hardware like never before. 


Go! Sports Skydiving | 
RELEASE: 91 | 
DEV: Lightweight | 
PUB: SCEA | 
SUMMARY: Sixaxis-controlled | 
skydiving for PSN follows Go! | 
Sports Ski. | 
http://us.playstation,com | 

H 

H 

H 


odt Z, i 
RELEASE: Q4 pad = | 
DEV: Polyphony Digital 2272442 | 
PUB: SCEA | 


SUMMARY: See box on this page. 
http://www.gran-turismo.com 


Gran Turismo 5 Prologue 
RELEASE: March 

DEV: Polyphony Digital 

PUB: SCEA 

SUMMARY: GTS precursor is like 

a big, expensive demo, hut the 
hardcore won't mind. 
http://www.gran-turismo.com 


RELEASE: April Ж Check 
DEV: Rockstar North oud the 
PUB: Rockstar Games boxout 


SUMMARY: See box on page 61. 
http://www.rockstargames.com/IV 


f & * * + 
H 


Hail to the Chimp 

RELEASE: 02 

DEV: Wideload Games 

PUB: Bamecock 

SUMMARY: Stubbs the Zombie devs 
follow up with a politically themed 
party game-with animals. 
http://www.chimplove.com 


Haze 

RELEASE: March 18th 

DEV: Free Radical 

PUB: Ubisoft 

SUMMARY: Delayed FPS from 
TimeSplitters team finally headed 
out this spring. 

http://www. hazegame.com 


ЖКЖ Ж 





Heavy Rain 

RELEASE: ТВА (93/4?) 

DEV: Quantic Dream 

PUB: TBA 

SUMMARY: ЕЗ '06 tech demo 
transforms into a mystery 
adventure expected later this year. 
http://www.quanticdream.com 


HeiSt 

RELEASE: April 

DEV: inXile Entertainment 

PUB: Codemasters 

SUMMARY: Bank robbing and other 
criminal acts highlight this ‘60s 
San Franciscan romp. 
http://www.codemasters.com 


Hellboy: The Science of 
Evil 

RELEASE: June 24th 

DEV: Krome Studios 

PUB: Konami 

SUMMARY: Film/comic star gives 
gaming anather shot in an action/ 
shooter from Krome/Konami 
http://www.konami,cam 


Heroes Over Europe 
RELEASE: 03 

DEV: Transmission Games 

PUB: Red Mile Entertainment 
SUMMARY: Combat flight sim sequel 
to Heroes of the Pacific takes to the 
skies this fall. 
http://www.heroesovereurope.com 


The History Channel: 
Battle for the Pacific 
RELEASE: February 19th 

DEV: Kynogon 

PUB: Activision 

SUMMARY: World War Il shooter 
draws on the History Channel's 
informational prowess. 
http://www.activision.com 


Hot Shots Golf 5 
RELEASE: March 

DEV: Clap Hanz 

PUB: SCEA 

SUMMARY: Sony's golf franchise 
packs a new swing style, a visual 
upgrade, and online play. 
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GRAND THEFT AUTO IV: Following 
the most recent countdown timer from 


http://us.playstation.com 


Hydrophobia 

RELEASE: TBA 

DEV: Blade Interactive 

PUB: Blade Interactive 
SUMMARY: Survival horror 

on a massive ship-with an 
aquaphobic protagonist. 
http://www.bladeinteractive.com 


The Incredible Hulk 
RELEASE: June 3rd 

DEV: Edge of Reality 

PUB: Sega 

SUMMARY: Hulk smash! Wreak 
havoc in this adaptation of the 
upcoming Edward Norton film. 
http://www.sega.com 


Indiana Jones 

RELEASE: ТВА (May?) 

DEV: LucasArts 

PUB: LucasArts 

SUMMARY: Action title may ship 


alongside the new Indy flick in May, | 


or perhaps later in the year. 
http://www.lucasarts.com/ 
games/indianajones/ 


inFamous 

RELEASE: TBA [04] 

DEV: Sucker Punch 

PUB: SCEA 

SUMMARY: Dark new IP from 
Sly Cooperteam looks to be a 
superhero sandbox adventure. 
http://www.suckerpunch.com 


Iron Man 

RELEASE: April 22nd 

DEV: Secret Level 

PUB: Sega 

SUMMARY: Tony Stark's famed 
suit of armor is all yours in this 
high-flying action shooter. 
http://www.sega.com/gamesite/ 
ironman/ 





J 


Jak & Daxter 

RELEASE: TBA |042) 

DEV: Naughty Dog 

PUB: SCEA 

SUMMARY: It's pure speculation 
that anew Jak 8 Daxter will ship 
this fall, but man, it feels right. 
http://www.naughtydog.com 


James Bond 

RELEASE: November 

DEV: Treyarch 

PUB: Activision 

SUMMARY: Bond action/shooter 
expected alongside new film 

in November. 
http://www.activision.com 


Just Cause 2 

RELEASE: TBA (93?) 

DEV: Avalanche Studios 

PUB: Eidos Interactive 
SUMMARY: Sandbox action sequel 
drops the side missions and 
emphasizes exploration. 
http://www.justcausegame.com 


Karaoke Revolution 
Presents: American 





Idol Encore 

RELE February 5th 
DEV: Konami 

PUB: Konami 





Y: Time for another digital 
singing competition with further 


criticism from Simon Cowell. 
httg 





nami.com 





Kart Att 
RELEASE: TBA (92?) 

DEV: Blimey Games! 

PUB: TBA 

SUMMARY: Realistic go-kart 
racing invades the PlayStation 
Network in 2008. 

http://www 


blimeygames.com 


Killzone 2 
EASE: Q4 


EV: Guerrilla Games 





boxot 


* Check 


PUB: SCEA 
SUMMARY: See box on this page. 
http://www. killzone.cor 


k k k k Ж 
Kung Fu Panda 


RELEASE: June 

DEV: Luxoflux 

PUB: Activision 

SUMMARY: Adaptation of 
Dreamworks CG film with Jack 
Black as a karate-chopping panda. 





http://www.activision.con 


E 


The Last Remnant 
RELEASE: ТВА (02) 

DEV: Square Enix 

PUB: Square Enix 

SUMMARY: Massive battles 
highlight this original RPG, which 
is slated for a worldwide release. 
http://na.square-enix.com 


Legendary: The Box 
RELEASE: 02 

DEV: Spark Unlimited 

PUB: Gamecock 

SUMMARY: Unlock the power of 
Pandora's Box in a chaotic FPS 
from батесоск. 
http://www.legendarythebox.com 


LEGD Batman: The 
Video Game 

RELEASE: ТВА (93?) 

DEV: Traveller's Tales 

PUB: Warner Bros. Interactive 
SUMMARY: Two of our favorite 
things come together in a video 
game-our favorite thing of all. 
http://www.warnerbros.com 


LEGO Indiana Jones 
RELEASE: Summer 

DEV: Traveller's Tales 

PUB: LucasArts 

SUMMARY: Indy double-dips on the 
PS3 this year with an action title 
akin to LEGO Star Wars. 
http://www.lucasarts.com/ 
games/legoindianajones 


KILLZONE 2: Guerrilla Games’ 
much-hyped shooter sequel likely won't 
hit before the holiday season, but we 

can count on an online multiplayer beta 


sometime before the retail release. 


LittleBigPlanet 
RELEASE: 03 

DEV: Media Malecule 

PUB: SCEA 

SUMMARY: Create-a-platformer 
for PSN looks to be the killer 
downloadable app of 2008 
http://www.mediamolecule.com 


LOST: The Video Game 
RELEASE: February 26th 

DEV: Ubisoft Montreal 

PUB: Ubisoft 

SUMMARY: Ubisoft (hopefully) 
makes up forthe shortened 
television season with this 
adaptation. 
http://www.lostgame.com 


Lost Planet: Extreme 
Condition 

RELEASE: March 3rd 

DEV: Capcom 

PUB: Capcom 

SUMMARY: Shoot aliens in the 
snow [on foot and in mechs] in this 
Xbox 360 port. 
http://www.lostplanet-thegame, 
com 


M 


Madagascar: The 
Crate Escape 

RELEASE: TBA (November) 
DEV: Papaya Studio 

PUB: Activision 

SUMMARY: Animated film 
adaptation expected alongside 
theatrical release inNovember. 
http://www.activision.com 


Madden NFL 03 

RELEASE: August 

DEV: EA Tiburon 

PUB: EA Sports 

SUMMARY: Just as the sun will 
rise, August will bring us another 
Madden football game. Promise. 
http://www.easports.com 


Mafia II 
RELEASE: TBA (032) 
DEV: Illusion Softworks 


While we loved the original Killzone for 


PlayStation 2 in 2004, not everyone was 

quite as convinced of its pedigree as a 

top-tier shooter. A multiplayer beta will 

give Guerrilla and SCEA an opportu 

to convince the masses before the retail release—or at least figure 
out what needs to be addressed. 


PlayStation. The Official Magazine 





March 2008 | 6 


II VIJVIN — УІНОНАОНААН 





METAL GEAR SOLID 4: GUNS OF 

THE PATRIOTS: What really needs to | 
be said about Metal Gear Solid 4 at P | 
this point, especially following our 
January cover story? Anticipation is Ls 
at an absolute fever pitch following 

excellent reactions to hands-on playtests 

and a series of undeniably intense 

(and bizarre) trailers. Did we mention 


E oc 
= b 
that Metal Gear Online, a full-fledged 


16-player online shooter, is included in the package? No PlayStation 

3 exclusiv: more uniformly desired than Guns of the Patriots at this 
point, and with a spring release in sight, we refer back to the words | 
that closed the aforementioned cover story: "Pre-order. Now." | 


PUB: 2К Games | | 
SUMMARY: Return to the 1840s in MLB 08: The Show 
this sandbox action/crime sequel RELEASE: March 5th 
http://www.2kgames.com/mafia2 | DEV: SCE Studios San Diego 
| PUB: SCEA 
SUMMARY: Sony's hardball sim 
| picks up shinier visuals, plus а | 
deeper Road to the Show mode. 
http://us.playstation.com 


Major League Baseball 

2KB 

RELEASE: March 3rd 

DEV: Kush Games 

PUB: 2K Sports 

SUMMARY: 2K Sports turns its 

focus to gameplay tweaks after 

last year's makeover. DEV: Immersion Games 

http://2ksports.com/games/mlb2k8 | PUB: SouthPeak Interactive | 

| SUMMARY: Suburban sprawl sets 
the stage for a button-mashing 
zombie brawl. 
http://www.monster-madness.com 


Monster Madness: EX 
RELEASE: April Bth 


Mercenaries 2: World 
in Flames 

RELEASE: April Bth ! 
DEV: Pandemic | 
PUB: Electronic Arts Mortal Kombat 8 | 
SUMMARY: Setthe world aflame in RELEASE: ТВА (04?) 

this massive, highly destructible DEV: Midway 

sandbox sequel. PUB: Midway 

http: //www.mercs?.com SUMMARY: Violent fighter expected | 
| to utilize Unreal Engine 3 for | 
next iteration. | 
http://www.midway.com 





Ж Check 





RELEASE: 02 out the | 
DEV: Kojima Productions Zaxo | MotorStorm 2 | 
PUB: Konami | RELEASE: TBA (04) | 


SUMMARY: See box on this page. DEV: Evolution Studios 
PUB: SCEA 


http://www.konami.jp/gs/game/ | | 
mgs4/en/ | SUMMARY: Announced but not | 


х* * ж detailed, we're hoping for a meatier 


campaign-and split-screen! 
Midnight Club: http://www.evos.net 

Los Angeles | 

RELEASE: April | N 

DEV: Rockstar San Diego | 

PUB: Rockstar Games | 
SUMMARY: Rockstar's streetracing | NASCAR 03 | 
franchise sets up shop in massive LA. RELEASE: July | 
http://www.rockstargames.com/ DEV: EA Tiburon 


midnightclubLA PUB: EA Sports | 
SUMMARY: Last year's дате wasa | 


bit drab, but perhaps 09 will right 
this left-turn racer. | 
http://www.easports.com 1 


Mirror's Edge 

RELEASE: TBA [04] 

DEV: DICE 

PUB; Electronic Arts 
SUMMARY: Battlefield dev looks 
to redefine first-person action/ 
adventure in a utopian future. 
http://www.dice.se 


NBA 08 

| RELEASE: October 

| DEV: SCE Studios San Diego | 
| PUB: SCEA | 
| SUMMARY: Will the third time be the | 


MAJOR LEAGUE BASEBALL 2K8— PROTOTYPE 
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charm for Sony's own b-ball sim 
on PlayStation 3? 
http://us.playstation.com 


NBA 2K8 

RELEASE: Üctober 

DEV: Visual Concepts 

PUB: 2K Sports 

SUMMARY: Basketball fans can 
expect a trio of titles in October; 
will 2K continue its reign? 
http://www.2ksports.com 


NBA Ballers: Chosen One 
RELEASE: 92 

DEV: Midway 

PUB: Midway 

SUMMARY: Arcade hoops hitsthe 
PS3 this spring with all the perks of 
money and fame. 
http://www.midway.com 


NBA Live 03 

RELEASE: October 

DEV: EA Canada 

PUB: EA Sports 

SUMMARY: With luck, NBA Live 09 
will continue 08's trend of year-to- 
year improvement. 
http://www.easports.com 


NCAA Football 09 
RELEASE: July 

DEV: EA Tiburon 

PUB: EA Sports 

SUMMARY: It’s the only college 
football game in town, and recently, 
that hasn't been a bad thing. 
http://www.easports.com 


NCAA March Madness 09 
RELEASE: December 

DEV: EA Canada 

PUB: EA Sports 

SUMMARY: Expect March Madness 
to duke it out with College Hoops 
2K3 this holiday season. 
http://www.easports.com 


N-Cube 

RELEASE: TBA 

DEV: Creat Studios 

PUB: Creat Studios 

SUMMARY: Mysterious PSN title 
coming in 2008 from Creat Studios. 
http://www.creatstudios.com 


NHL 03 

RELEASE: September 

DEV: EA Canada 

PUB: EA Sports 

SUMMARY: Did someone say 
dynasty? Afterthe slick NHL 08, 
we're hopeful. 
















































http://www.easports.com 


NHL 2K3 

RELEASE: September 

DEV: Visual Concepts 

PUB: 2K Sports 

SUMMARY: Will 2K regain its hockey 
throne this year? 2K8 was swell, but 
just shy of NHL 08. 
http://www.2ksports.com 


Nobi Nobi Boy 

RELEASE: TBA (2009?) 

DEV: Namco Bandai 

PUB: Namco Bandai 

SUMMARY: Odd new project from 
Katamari Damacy designer headed 
to PS3, perhaps this year. 
http://www.namcobandaigames. 
com 


ü 


Operation Flashpoint 2: 
Dragon Rising 

RELEASE: Q2 

DEV: Codemasters 

PUB: Codemasters 

SUMMARY: Official sequel to 2001 
shooter headed up by internal team 
at Codemasters. 
http://www.codemasters.com/ 
flashpoint2 


P 


Project Offset 

RELEASE: TBA 

DEV: Offset Software 

PUB: TBA 

SUMMARY: Leaked video of this 
fantasy FPS/action title garnered 
buzz, but will it make '08? 
http://www.projectoffset.com 


Project Origin 

RELEASE: TBA |042) 

DEV: Monolith Productions 

PUB: Warner Bros. Interactive 
SUMMARY: Monolith-developed 
sequel to F.E.A.R. drops the 
maniker, but keeps the creepiness. 
http://www.projectorigingame.com 


Prototype 

RELEASE: 03 

DEV: Radical Entertainment 

PUB: Sierra 

SUMMARY: Sandbox romp through 
New York City with shapeshifting 
powers and free running 
http://www.prototypegame.com 
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Race Driver: GRID | 
RELEASE: 02 

DEV: Codemasters 

PUB: Codemasters 

SUMMARY: TOCA + the DIRT engine 
= Race Driver: GRID. Expect amess 
of gameplay. 
http://www.codemasters.com/grid 


Rainy Woods 

RELEASE: TBA 

DEV: Access Games 

PUB: Marvelous Interactive 
SUMMARY: Ready for a trippy take 
on the survival-horror genre? 
Marvelous hopes so. 
http://www.mmv.co.jp/special/ 
game/rainywoods 


Rat Race 

RELEASE: Q1 

DEV: Super-Ego Games 

PUB: SCEA 

SUMMARY: Comedic episodic 
cuhicle adventure written by stand- 
up comedians and TV scribes. 
http://www.superegogames.com 


Resident Evil 5 

RELEASE: TBA (2009?) 

DEV: Capcom 

PUB: Capcom 

SUMMARY: We've heard rumblings 
ofa2009 release, but we hope 
those reports are wrong. 
http://www.capcom.com 


* Check | 


RELEASE: TBA (04) 
DEV: Insomniac Games oc the | 
PUB: SCEA вохоеес | 


SUMMARY: See box on this page. 
http://www.insomniacgames.com 


KKK HK 


Rise of the Argonauts 
RELEASE: 03 

DEV: Liquid Entertainment 
PUB: Codemasters 

SUMMARY: Take on this 
mythological tale as Jason in an 
epic action RPG. 
http://www.codemasters.com/ 
argonauts 


Rocketmen: Axis of Evil 
RELEASE: February 

DEV: A.C.R.O.N.Y.M, Games 

PUB: Capcom 

SUMMARY: Multiplayer action/ 
shooter for PSN based on WizKids 
collectible strategy game. 
http://www.acronymonline.com 


Rogue Warrior 

RELEASE: 04 

DEV: Zombie Studios 

PUB: Bethesda 

SUMMARY: Realistic, squad-based 
shooter with a modern campaign 
in Korea. 
http://www.bethsoft.com 


Saboteur 

RELEASE: ТВА (03/4?] 

DEV: Pandemic 

PUB: TBA 

SUMMARY: Take down the Nazis 
via sabotage in this highly stylized 
stealth/action title. 
http://www.saboteurthegame.com 


Saints Row 2 

RELEASE: ТВА (94?) 

DEV: Volition 

PUB: THO 

SUMMARY: Gangsta sandbox 
sequel packs a darker narrative 
than its predecessor. 
http://www.saintsrow.com 


Sega Superstars Tennis 
RELEASE: March 4th 

DEV: Sumo Digital 

PUB: Sega 

SUMMARY: Samba! Beloved Sega 
icons hit the courts for a colorful 
tennis experience. 
http://www.sega.com 


Shellshock 2 

RELEASE: TBA (04?] 

DEV: Rebellion 

PUB: Eidos Interactive 

SUMMARY: Sequel to 2004 shooter 
Shellshock: ‘Nam B7 announced for 
2008 release. 
http://www.rebellion.co.uk 


Sid Meier's Civilization 
Revalution 

RELEASE: April 

DEV: Firaxis 

PUB: 2К Games 

SUMMARY: Console-specific 
turn-based strategy entry is 
streamlined for accessibility. 
http://www.civilizationrevolution. 
com 


Silent Hill V 

RELEASE: ТВА (032) 

DEV: The Collective 

PUB: Konami 

SUMMARY: Can an American 
developer maintain the intensity of 
this survival-horror favorite? 
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| http://www.collectivestudios.com 


| http://www.slantsixgames.com 


| RELEASE: TBA 


| DEV: Tri-Ace 


| PUB: Square Enix 


| Unleashed 
| RELEASE: April Bth 





DEV: LucasArts 

PUB: LucasArts 

SUMMARY: Abuse the Force this 
spring as а sith apprentice in a new 
Star Wars entry. 
http://www.lucasarts.com/ 
games/theforceunleashed 


SingStar 

RELEASE: May 13th 

DEV: SCE London Studio 

PUB: SCEA 

SUMMARY: Licensing issues 
forced a delay in 2008; c'mon Sony, 
we want to sing! 
http://www.singstargame.com 


Steambot Chronicles 2 
| RELEASE: TBA 
DEV: IREM Software 
PUB: TBA 
SUMMARY: A Stateside release for 
this music/mech RPG in 2008 isn't 
confirmed, but possible. 
http://www.bumpytrot.com 


SOCOM: Confrontation 
RELEASE: TBA (022) 

DEV: Slant Six Games 

PUB: SCEA 

SUMMARY: Something to keep the 
soldiers busy until the next Zipper- 
developed SOCOM title. 


Street Fighter IV 

RELEASE: TBA (2009?) 

DEV: Capcom 

PUB: Capcom 

SUMMARY: The fighting sequel is 

| finally official, but a release date is 
| hard to pin down. 
http://www.capcom.com/ 
streetfighter 


Söldner-X: 
Himmelsstürmer 
RELEASE: TBA (92?) 

DEV: SideQuest Studios 

PUB: eastasiasoft 

SUMMARY: Original horizontal 
space-shooter planned for PSN 
release in early 2008. 
http://www.soldner-x.com 


Super Street Fighter Il 
Turbo HD Remix 
| RELEASE: March 
DEV: Backbone Entertainment 
PUB: Capcom 
SUMMARY: Capcom's 1993 classic 
is back in a big way with new 
visuals and online play. 
http://www.capcom.com/ 
streetfighter 


Soulcalibur IV 
RELEASE: June 
DEV: Project Soul 
PUB: Namco Bandai | 
SUMMARY: Online play headlines 
the highly anticipated weapons- 
based fighter. 
http://www.namcobandaigames. 
com | T 





Talisman 

RELEASE: April 

DEV: Big Rooster 

PUB: Capcom 

| SUMMARY: Games Workshop 

| fantasy board game goes digital 
courtesy of Capcom. 
http://www.capcom.com/digital/ 

| talisman 


Star Ocean 4 


SUMMARY: No official platform for 
this next-gen release, butthe PS3 
is an option. 
http://www.square-enix.com 


Tekken 6 
RELEASE: ТВА (04?) 
DEV: Namco Bandai 


Star Wars: The Force 


RESISTANCE: FALL OF MAN 2: 
Supposedly leaked design documents 
may offer physical proof that a sequel 
to 2006's Hesistance: Fall of Man is in 
the works, but it's largely unnecessary — 
common sense already assured us of 
such an upcoming title. Few PlayStation 


3 games are as well regarded as the 

original Resistance, and between this 

and Ratchet & Clank, Insomniac Games 

may have the best biennial one-two punch in town; we just need 

a Resistance sequel to make it a reality. Insomniac has released a 
game every holiday season for the last six years, so why stop now? 
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PUB: Namco Bandai 
SUMMARY: Available now in 
arcades, the fighter sequel is 


headed home by the end ofthe year. 


http://www.tekken-official.jp/ 
tkBac/ 


Tiberium 

RELEASE: September 

DEV: EA Los Angeles 

PUB: Electronic Arts 

SUMMARY: Command & Conquer 
returns to the FPS world via the 
Crysis engine this fall. 
http://www.ea.com/tiberium 


Tiger Woods PGA Tour 03 
RELEASE: August 

DEV: EA Tiburon 

PUB: EA Sports 

SUMMARY: Tiger Woods leads the 
realistic golf sim field unabated— 
any challengers? 
http://www,easports.com 


TNA Impact! 

RELEASE: Q2 

DEV: Midway Studios Los Angeles 
PUB: Midway 

SUMMARY: Direct contender to 
WWE promises intuitive wrestling 
controls and intense finishers. 
http://www.midway.com 


To End All Wars 
RELEASE: 04 

DEV: Kuju Entertainment 

PUB: Ghostlight 

SUMMARY: Jump back to the 
original World War for an Unreal 
Engine 3-powered FPS. 
http://www.kuju.cam 


Tom Clancy's Air Combat 
RELEASE; TBA 

DEV: Ubisoft Romania 

PUB: Ubisoft 

SUMMARY; Clancy's reach will 
extend to flight combat in 2008, 
with online dogfights mentioned. 
http://www.ubisoft.com 


Tom Clancy's EndWar 
RELEASE: April 

DEV: Ubisoft Shanghai 

PUB: Ubisoft 

SUMMARY: Voice commands 
transform the console RTS ina 
World War Ill setting. 
http://endwargame.us.uhi.com 


Tom Clancy's Rainbow 
Six: Vegas 2 
RELEASE: March Tith 
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DEV: Ubisoft Montreal 

PUB: Ubisoft 

SUMMARY: Sin City tactical shooter 
is back for round two, now with a 
user-created protagonist. 
http://www.rainbowsixgame.com 


Tomb Raider: Underworld 
RELEASE: TBA (93?) 

DEV: Crystal Dynamics 

PUB: Eidos Interactive 

SUMMARY: Lara Croft drops into 
Mexico for this continuation of the 
sharp Tomb Raider: Legend. 
http://www.tombraider.com 


Top Spin3 

RELEASE: 02 

DEV: PAM Development 

PUB: 2K Sports 

SUMMARY: 2K’s popular tennis sim 
heads to the PlayStation 3 with 
licensed pros in tow. 
http://www.topspin3thegame.com 


Turning Point: Fall 

of Liberty 

RELEASE: February 26th 

DEV: Spark Unlimited 

PUB: Codemasters 

SUMMARY: Fight offthe Axis 
powers as an NYC construction 
worker in alternate-reality 1950s. 
http://www.codemasters.cam/ 
turningpoint 


Turok 

RELEASE: February 5th 

DEV: Propaganda Games 

PUB: Touchstone Studios 
SUMMARY: Dinosaur hunting makes 
a comeback in this brutal FPS 
franchise restart. 
http://www.turok.com 


Two Worlds: The 
Temptation 

RELEASE: NGA (03) 

DEV: Reality Pump 

PUB: SeuthPeak Interactive 
SUMMARY: Expansion to Oblivion- 
esque RPG to hit "consoles" later 
this year. 
http://www.2-worlds.com 


u 


UEFA Euro 2008 
RELEASE: April 15th 

DEV: EA Sports 

PUB: EA Sports 

SUMMARY: FIFA not enough 
for you? Hit up UEFA Euro 
2008 for some European 
Championships soccer. 


PlayStation. 


The Official Magazine 


http://www.easports.com 


V 


Valkyrie of the 
Battlefield: Gallian 
Ehronicles 

RELEASE: ТВА (03?) 

DEV: Sega 

PUB: Sega 

SUMMARY: Sega's stunning cel- 
shaded tactical RPG is a PlayStation 
3 exclusive. 

http://valkyria.jp 


Viking: Battle for Asgard 
RELEASE: March 4th 

DEV: Creative Assembly 

PUB: Sega 

SUMMARY: Norse mythological 
hack-and-slash title tosses players 
into intense battles. 
http://www.sega.com 


Voltage 

RELEASE: 04 

DEV: IBA Group 

PUB: Lexicon Entertainment 
SUMMARY: Voltage promises futur- 
istic racing with RTS elements. Huh? 
http://www.lexiconentertainment 
com 


WALL-E 

RELEASE: June 

DEV: Heavy Iron Studios 

PUB: THO 

SUMMARY: Disney/Pixar's robot 
protagonist to hit PS3 alongside 
theaters in June. 
http://www.thg.com 


Warbit 

RELEASE: TBA 

DEV: Creat Studios 

PUB: Creat Studios 
SUMMARY: Another announced 
PSN title from Creat Studios 
expected in 2008. 
http://www.creatstudios.com 


Wet 

RELEASE: October 

DEV: АгМ 

PUB: Sierra 

SUMMARY: Hard-charging heroine 
dabbles in Tomb Raider and Prince 
of Persia play elements. 
http://www.wetthegame.com 


The Wheelman 
RELEASE: September 





DEV: Midway/Tigon 
PUB: Midway 

SUMMARY: Remember Driver? Add 
in Vin Diesel and you have a good 
idea of whatto expect. 
http://www.midway.com 


White Knight Chronicles 
RELEASE: TBA (042) 

DEV: Level-5 

PUB: SCEA 

SUMMARY: Level-5? RPG? We don't 
know much about the premise, but 
we're interested! 
http://www.jp.playstation.com/ 
scej/title/shirokishi/ 


Winning Eleven: Pro 
Evolution Soccer 2008 
RELEASE: March 11th 

DEV: Konami 

PUB: Konami 

SUMMARY: We picked this as one 
of our Top 10 of 2008 in January- 
don't miss it! 
http://www.konami-pes2008.com 


Wipeout HD 

RELEASE: ТВА (022) 

DEV: SCE Studio Liverpool 

PUB: SCEA 

SUMMARY: Hovercraft racing hits 
the PSN in HD with tracks culled 
from Wipeout Pure and Pulse. 
http://www.wipeouthd.com 


Y 
Yakuza 3 
RELEASE: TBA (94?) 
DEV: Sega 
PUB: Sega 


SUMMARY: We're still awaiting 
Yakuza 2, but this PS3 action- 
adventure should follow eventually. 
http://ryu-ga-gotoku,com/ 
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A Crash gives chase to all manner of beasties, and tries to buy power-ups along the way. Right: pick up those keys, or you'll never progress! 


CRASH OF THE TITANS 





Crash Bandicoot has invaded just about every 
other platform, so it’s only natural that his 
latest adventure-Crash of the Titans—be 
ported to mobile as well. Thankfully, Crash of 
the Titans still manages to flow more life out of 
Crash’s seemingly endless supply of energy. 

Once again our hero pits himself against his 
big-headed nemesis Cortex, as Cortex begins 
flooding the island with malicious beasties. As 
Crash, you'll have to collect a series of tiki 
masks with the help of Aku-Aku . . . who's a 
talking tiki mask. 

The unique gameplay element is your ability 
to "jack" enemies—jumping on them to control 


American Gangster doesn't deliver the freedom 


their actions. Once you see the giant boxing ; 
elephant, you'll understand the damage you ; 
can cause. | 

Through a well-executed, Mario-esque : 
map, you'll drill down to various levels with i 
general goals like “Jack lots of enemies;” x 
“beat the clock;" and "survive to the end of ; 
the timer.” Gain aerial combat skills, upper- i 
cuts, and even more skills through absorb- i 
ing the tiki masks’ “mojo powers.” Though : 
gameplay gets repetitive and even predict- : 
able-and though the end seems half-urit- : 
ten—Crash’s pretty mobile port does a solid i 
job of holding its own. | 





The two play а game of cat-and-mouse 


and explosiveness of GTA on the PC or consoles, 
but it does give wannabe-gangsters—and 


gangster-busters—a solid mobile alternative. 
You explore 1970s Harlem by foot and by 
car as neophyte gangster Frank Lucas who's 
looking to make a name for himself, which you 
accomplish by performing all sorts of typical 
gangster missions (hits, package deliveries, 


And you also get to play as 
cop Richie Roberts. 


shakedowns, et: 
Lucas’ nemesis: 


over the course of 40 missions that ultimately 
begin to feel a bit repetitive. And, while the 
gunplay is engaging, the frequent driving se- 
quences can be extremely frustrating, thanks 
to some very twitchy controls. 

Still, there's more depth here than you find 
in your typical movie-based mobile game, and 
Gameloft does a good job at making it easy to 
jump in and out of for quick—or extended— 
adrenaline boosts. 


: Gameloft // 
TION: Yes 
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E atat A stick together gameloft 
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KANE AND LYNCH: 


DEAD MEN 


| Kane is a grizzled mercenary forced to attempt 
} a long-odds heist to save his family from execu- 
Г tion by some former, disgruntled, employers. 
2 Even if he succeeds, his family may live, but he 
iis promised only death. However, his tormen- 
i tors aren't entirely unfair-they do give him a 
i psuchotic, heavily medicated sidekick [enter 
d Lynch) to watch his back. 
i. Thus begins an uneasy partnership between two 
} thugs that really don't like each other but whose 
survival depends on their mutual support. The action 
i comes fast and furious-as do the side-cracks and 
one-liners—in this side-scrolling platformer as K&L 
blast their way through 38 levels. 

Kane handles the brunt of the workload with an 
arsenal of destructive toys, which includes a shot- 
gun, machinegun, and grenade-launcher. However, 
with the quick press of the # key you can switch to 







: We admit we cringed a little bit 
: before playing but, ultimately, we 
i were blown away with just how 
: well Glu has transitioned the hall- 
i mark Age Of Empires gameplay 
; over to the mobile world. 

i The game is set between the 
i years 1500-1850, and you are 
1 charged with turning some unin- 
: habited territories into thriving 
і extensions of your budding world 
i empire. Naturally, you must culti- 
Е vate resources and raise an army 
i to fend off invaders and expand 
: the reach of your settlements. 

:  Thebiggest hurdle for us to clear 
1 was getting used to the paltry size 
d of the screen compared to the PC, 
: which does handicap the game a 
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i bit. It can be very tough to decipher exactly what’s happening on the ; 
; battlefield. Thankfully, you can pause the game to survey the field and | 


ssue orders. 





i RUE Ш Mobile may be a stripped-down version of its PC predeces- 
: sor, but it is still robust enough to keep on-the-go strategy addicts i 


 entertained. 


11 СЕМЕ 


Sir, the Ottomans will 
> \ arrive on our shores soon. 
Vz < Il may be wise to build an 


ГА] Once you get used to the сигѕог movement, 
AOE III Mobile is a robust, satisfying strategy 
game with optional history lessons included. 





Lynch for some long range sniping support. Unfortu- 
nately, this is all Lynch is really good for, once you 
get past the given obstacle. 

Some simple puzzle-solving is thrown 
break up the gunplay a bit. These puzzles, which 
involve throwing switches or blasting holes in walls 
to create alternate routes to objectives, are a 
welcome—if repetitive-respite from the otherwise 
blistering pace. 

Unfortunately, the game is marred by bizarre 
behavior on the part of the Al opposition, and Lynch 
himself. It may be the drugs, but he has trouble 
keeping up with Kane at times. 


in to 

























[Z] Help the good, er... bad guys climb, jump, 
snipe, and blast their way to freedom in this 
entertaining side-scroller. 
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Tower Defense is Com2US's trans- 
lation of a popular flash-based PC 
game that has you make decisions 
on what type of defenses [and 
how many] to set up to try to stop 
hordes of invading monsters from 
taking over your castle. 

You spend limited resource 
points on different types of 
defenses that are good against 
air- or land-based creatures [or 
both), then choose where to place 
them along the path that leads to 
your tower. Then you sit back and 
watch as waves of baddies try to 
i scoot past your defenses. If they 
i do you lose points, and eventually 
the game. As your defenses score 
: kills you earn points you can use in 


real time to supplement or upgrade your defenses to repel subsequent 
waves of increasingly formidable monsters. 

i IPs an incredibly simple premise that is much more addictively fun— 
| and challenging—than it may sound. Tower Defense is very much a “Беег 
and pretzels” strategic gem for the mobile scene. 


All Major 
ИНО: Yes 
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A Warning: this deceptively simple-looking 
strategy game is hard to put down once you start 
playing—you could miss your bus stop. 


R: Com2US 


























SHADOWALKER 


БІЗШЕ YW Y YSI 


t Shadowalker has it all: a solid story, fluid gameplay, and slick 
visuals and presentation. We definitely want to see a sequel! 





At first Shadowalker may seem to be your 
: typical side-scrolling platformer. However, as 
you delve deeper into it you'll discover that it 
: brings much more to the table. 
: For starters, it's backed by a much more 
: developed narrative than ше’ге used to seeing— 
: one that's presented in slick, cinematic fashion, 
and backed by engaging and surprisingly palat- 
: able audio. And the gameplay has an engaging 
blend of action, exploration, and puzzle-solving 
: that keeps things feeling fresh. 
: You are Shadowalker, a mysterious female 
: bounty hunter with a taste for the gothic who 


Action D 
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is not warmly embraced by the local villag- 
ers. However, when evil ghouls invade from 
the sea and threaten the snobs, who do you 
think they turn to for aid? So, you embark on 
a quest to save the simpletons from destruc- 
tion, hopefully earn their acceptance, and 
make a feu coins in the process. 

The gameworld is generous in scope with 12 
locales and more than 20 quests to complete, 
and there are oodles of hidden secrets if you 
take the time to look around. Explore you 
should, too, as you need to raise as much 
capital as you can to upgrade your gun, sword, 
and armor. The initial going is someuhat easy, 
but things get decidedly more heated in the 
second half of the game. 

The visuals are suitable spooky, and Shad- 
owalker’s combat and gymnastic skills are 
smoothly animated. The levels present a 
diverse range of obstacles to navigate but 
they eventually start to look a bit familiar. 
There's enough money to be earned/found 
that you can manage to acquire most, if 
not all, of the weapon and armor upgrades. 
Unfortunately, by making it possible to be 
equally adept at ranged and melee combat 
the game loses some potential replay value. 

While the myriad jumping puzzles may be off- 
putting for some, the game mechanics make 
it really simple to wield your weapons, which 
are selected automatically for you depending 
on your proximity to a given baddie. 

Dlu deserves credit for just hou polished, 
and accessible, Shadowalker is. The story may 
not be original but the presentation, for the 
medium, certainly is. 


РГЕНТЧ OF BITE LEFT IH THE 
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BEOWULF: k. x 
THE MOBILE GAME 
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Beowulf: The Mobile 
Game is a pure hack- 
n-slashadventurethat 
should appeal to fans 
of the genre-regard- 
less of whether or not 
they are familiar with 
the game's poetic 
namesake or recent 
theatrical adaptation 
of same. 

This is very much |, 
a classic side-scroll- 3 
ing brawler that focuses on delivering an : 
over-the-top action-fest with some stel- : 
lar confrontations and massive bosses i 
[including Grendel, sea serpents, and drag- Е 
ons). Success here ultimately boils down to = 
button-mashing. 3 

Thankfully the mashing can be quite enter- 1 
taining, as Beowulf has an array of 15 devas- : 
tating special moves that you can unleash : 
with a mere button press. You can throw an : 
axe, wield powerful area-effect attacks, and i 
even use the environment to your advantage. : 
And there are a feu entertaining scripted : 
sequences such as riding a wagon down a hill : 
while busting heads. 3 

Unfortunately, it is ипсіраг at times 4 
exactly what you need to do to get past a : 
certain obstacle, and navigating the levels : 
can be frustrating, as we found the controls Я 
made it tough to make quick, accurate leaps, 
for example. d 
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We have fond memories of playing Prince of Persia 
on our Sega CD (ask Dad)—the Prince's fluid 
animations were amazing, as were the intensely 
clever environment-based puzzles. We're happy 
to report the Prince has lost little of his luster after 
being taken out of mothballs and transitioned to 
the mobile platform. 

We're just as amazed now at how the little guy 
seems to leap effortlessly with catlike grace over a 
nearly unlimited array of extremely. . .uncomfort- 


able... .demises and clash swords with foes in epic 
duels. You have the same pinpoint level of control 
over the Prince’s gymnastics (and sword arm) that we 
recall, and the realistic movements lend the Prince a 
lifelike quality that had us gasping in horror when our 
clumsy thumbs resulted in his impalement. 

Your goal is simple: navigate deadly traps, battle 


EHRE: Action DE 
ONLINE PL 


Major 


guards, take out that no-good Jaffar, and rescue 
Princess. There are four game modes, but we like 
Survival the best, which gives you one life, and one 
hour (real time) to beat the game. 

Prince of Persia's biggest failing is that it can be 
frustratingly difficult at times, and charming to its 
core the next. But you'll want to keep playing! 

















— == ANDI 


STREETBAUR 








= 
&— atat Sprint 


© 2007 Gameloft. Al Rights Reserved. Gameloft, the logo Gameloft, Big Range Hunting, Asphalt: Street Rules, Bubble Bash, Block Breaker Deluxe, New York Nights: Success in the City ore trademarks of Gameloft in the US and/or other countries. Published by Gameloft under license from Ubi 
Asphalt: Street Rules mobile game are trademarks and/or copyrighted materials of their respective owners. © 2007 AT&T Knowledge Ventures. All rights reserved. AT&T and the AT&T logo are trademarks of AT&T Knowledge Ventures. CO 2007 Sprint Nextel. All Rights Reserved. © 2007 T-Mob 


is right around the corner... 
Some games are always in bloom! 


Text a KEYWORD to 82174 to get the game, 
or visit your phone's download area. 


Standard text messaging, data and game charges apply. 
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- MEGACITY EMPIRE: NEW YORK 


MOVE QUER SIMCITY, THERE'S А NEL CITH BUILDER IN TOWN 





If you've played any of the SimCity games, you 
already know what Megacity Empire is all about— 
this is as blatant a clone as you're ever likely to 
see. Thankfully, regardless of what the government 

-might think, clones are not necessarily а bad thing 
as this game represents the most city-building fun 
you can fit in your pocket. 

You are the mayor of New York, charged with 
retaining the population and making the metropolis 
attractive to newcomers so you can expand its 
scope. The Scenario mode offers up 15 missions 
that tosses a bevy of scripted challenges your 
way. These include eliminating crime, building up 
commercial sectors to please big business, and 
dealing with catastrophes-fires, tornados, etc. 
There's also a Free Construction, or sandbox, mode 
in which you can focus on building a city in your 
image without the hassles of scripted objectives. 

Either way, you're in for an addictively good time. 





Action Hero 3D is retro and cutting-edge at the 
same time: It plays like a combination of Sonic the 
Hedgehog and The Running Man (an Arnold clas- 
sic]. 

You are Wild Dog-a wise-cracking "hero" that 
wins a TV show contest and is recruited to save 
the world, and the girl, in a parallel dimension ruled 
by the evil Dr. J. Said dimension is quite large with 
206 relatively short but frenetic stages, each of 
which is brimming with J's brain-addled minions, 
not to mention 26 tough boss characters. 

While Wild Dog, the baddies, and level backdrops 
are sculpted in glorious 3D, the fisticuffs fly on a 
2D plane. Action Hero 3D plays very much like a 
classic 2D side-scroller, a /a Sonic. However, the 
focus here is on pummeling waves of enemies into 
submission rather than navigating endless mazes 
of complex jumping puzzles. 

Jumping around’s still required, but usually to 
pull off a bad guy-crushing combo move. The more 
baddies’ skulls you crack, the more experience 


ACTION HERO 3D 


SIDE-SCROLLING FISTICUFFS WITH ñ 3D FACELIFT 


Megacity Empire is easy to play and offers plenty 
of depth. The graphics are quite good, with scads 
of animations and attention to detail. Look closely 
and you'll see traffic jams, changes іп the season, 
and progress as your buildings gradually evolve (or 
devolve] depending on your decision-making abili- 
ties. The audio production is solid as well, with a 
pleasing musical score and ambient sound effects. 
With 32 different types of buildings to construct, 
including many famous New York icons (Empire 
State Building, Statue of Liberty, etc.], the game 
stays fresh for quite a while, too. 

Careful though: just as with SimCity, once you 
start building it's hard to stop. 


: Strategy 2: Gameloft 
All Major 


1: Yes 


points you earn, which you can use to upgrade 
Wild Dog's special abilities (power-ups)—and Wild 
Dog can even equip defeated enemies to aid him 
in battle. Wild Dog levels up as he accumulates 
experience points, gaining additional hit points and 
skill points—the latter can be traded in for more 
advanced special abilities as you reach higher 
levels, which lends a light role-playing element to 
the game. 

Make no mistake: This game is not easy. Master- 
ing Wild Dog’s generous arsenal of combo moves 
takes dedication (we found it quite tough to get 
the timing down). 

Still, if you’re looking for a mobile game with 
depth and hardcore challenge—and have the mobile 
horsepower—Action Hero 30 should fit the bill. 


E: Arcade Com2US 





All Major 


4 : № : Yes 















































Disgruntled and fickle citizens are far from 
your only concerns in this excellent SimCity 
knock-off. 


: Gameloft 


y visuals are superb, 
and the audio is rockin'—Action Hero 3D just 
might be a little too hardcore for its own good 











RATINGS 


ЖЖЖЖ Ж 


Ап excellent game that takes its genre 
to new heights. 


Not flawless, but a truly great game and 
among the best in its genre. 


An overall positive experience for fans 
of the genre or subject matter. 


Suffers from several major flaws that 
really damage the experience. 


Not worth your time or money. 


of the month 





Meet the experts delivering your buying advice 


Tried and true, some series just don’t disappoint. Here are the ones we love best. 


ROB SMITH 


EDITOR-IN-CHIEF 


FAVORITE FRANCHISE: Is anyone reading 
this? One of my favorites is probably a dirty 
little secret: Untold Legends. | spent days 
with the PSP games, even hours with the 
almost-forgotten PS3-launch release. But if 
anyone seriously:asks, the real answer has 
to be GTA. Going back to the original, this 
franchise has absorbed countless hours over 
the past 10 years. Bring on GTA IV. 


REVIEWED THIS ISSUE: Turok 


NOW PLAYING: The Orange Box, Assassin's 


Creed, and MLB 08: The Show (preview code) 


CASEY LYNCH 


| FREELANCE WRITER 


FAVORITE FRANCHISE: Sorry Aerith, but the 
God of War franchise is my current fav. 
FFVII may be my all time favorite PlaySta- 
tion game, but the first two God of War 
games are gore-tacular instant classics. 


REVIEWED THIS ISSUE: Lost Planet, 
FIFA Street 3, Nobunaga's Ambition: Rise 
to Power 


NOW PLAYING: Call of Duty 4, Rock 
nd, and Rock Band. Yeah, it’s like that. 


TERESA DUN 


ASSISTANT EDITOR 


FAVORITE FRANCHISE: The first game to 
really make me pay attention to the 
PlayStation systems was Final Fantasy 
VII. Since then, I've gone back and played 
the best of the early FFs, as well as 
immersed myself in all the FFs that came 
after (including a two-year stint in FFX)! 


REVIEWED THIS ISSUE: Dungeon Explor- 


ers, Napoleon Dynamite 


NOW PLAYING: Call of Duty 4, Guitar 


Hero Ill, Patapon, Shivering Isles 


RYAN RAYHILL 


FREELANCE WRITER 


FAVORITE FRANCHISE: Castlevania will 
always be near and dear to my heart, like 
a pointy oak stake. The music, the design, 
everything, strikes a chord with me. 
Symphony of the Night is still the only PS1 
game | refuse to part with. 


REVIEWED THIS ISSUE: Bomberman 
Land 


NOW PLAYING: Call of Duty 4, Rock 
Band, Castlevania: The Dracula X 
Chronicles, Final Fantasy Tactics 


KEN BOUSQUET 


ART DIRECTOR 


FAVORITE FRANCHISE: FIFA does make me 
feel special, | have to admit, but | still can’t 
keep my hands off Pro Evolution Soccer 
on my PSP. Those little guys in there dive 
and slide and shoot with so much integrity 
and commitment. And when they get mad 
they're so cute. | love them! 


REVIEWED THIS ISSUE: | touch everything 
It's really hard quanti 


At Anfield, as starting 
Center Midfielder, #8, Stephen Gerrard. 


MATT CABRAL 
FREELANCE WRITER 


FAVORITE FRANCHISE: The Resident Evil 
series' macabre mix of action, adventure, 
puzzles, and the always-satisfying oppor- 
tunity to pop zombie heads like goo-and- 
gore-filled pinatas, ensures it the top spot 
among my favorite franchises. 


REVIEWED THIS ISSUE: Blacksite: Area 51 


NOW PLAYING: Silent Hill: Origins, 
Ratchet and Clank Future: Tools of De- 
struction, Uncharted: Drake's Fortune 
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The big games we were 
playing this month in 
PlayStation history. 


ONE YEAR AGO... 


FIVE YEARS AGO... 


10 YEARS AGO... 
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Dante's back and ready to unleash hell 





PS3 PRICE: ESRB PUBLISHER: DEVELOPER: 
t's been nearly three years since superb production values. Brutal? 
the last Devil May Cry, and in DMC4 not only lets you shoot 
that time the series' star power and slash your way through foes, 
has faded. What once was the un- but enables you to beat them to 
disputed king of PlayStation action death with a giant spectral fist, or 
has been supplanted by upstarts like unleash hell with a suitcase that 
God of War, which built on DMC's transforms into several varieties 
extreme brand of hack-and-slash of stupidly huge rocket launcher. 
carnage with prettier visuals and And while it's difficult to tell from 
more visceral gameplay. But now static screens, it packs enough 
the series that reinvented 3D action silly charm to outclass Kratos' 
games is back—and it's pissed. brooding and scowling any day of 
You want pretty? Devil May Cry 4 the week. 
brings it, with beautifully animated If you've been paying any atten- 
characters, lavish backdrops, and tion to the game up until now, you'll e 
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/ 
These guys аге slippery, but if you | 
can yank off their cloaks, they'll 

be helpless against your attacks. 


The story is told in intensely action-packed 
cutscenes. No, books don't block attacks. 


know that series star Dante takes a 
back seat for most of DMC4, giving 
up the spotlight to Nero, his wet- 
behind-the-ears look-alike. Nero's a 
member of the Order of the Sword, 
a cult that worships Dante's father 
as a god. When we're first intro- 
duced to him, he's running late for 

a sermon. It's just as well, though, 
because all he would have missed— 
apart from a hymn sung beautifully 
by his girlfriend Kyrie—was Dante 
smashing through the roof of the 
Order's chapel and shooting its high 
priest in the head. 


Hunting Dante 

The reasons for Dante's crime will 
be revealed soon enough, but in 
the meantime, Nero's tasked with 
hunting him down —starting with a 
duel that highlights the differences 
between the two heroes. At first 
blush, they're nearly identical, using 
Similar moves and weapons, but 
Nero's got a few tricks up his sleeve 
that set him apart. The biggest is 


the Devil Bringer, an upgradeable 
demon arm that can be used, Bionic 
Commando-style, to pull Nero along 
glowing blue grapple points, or yank 
enemies toward him (or yank him 
over to them, if they're bigger). It 


also enables you to unleash close- 
range attacks that have contextual 
effects dependent on the demon 
type you're fighting—some might 
simply be smashed against the 
ground a few times, while others 
get ripped apart, stabbed with their 
own weapons, or even (ab)used as 
deadly projectiles. 

Bells and whistles aside, tho! 
the action is vintage Devil May 
Cry, right down to the irksome 
sequences where magical barriers 
trap you in a room, and you have to 
kill off waves of enemies to proceed. 
Thankfully, these never really get 
boring or frustrating —they're short, 
the combat is loads of slashy-shooty 
fun, and the difficulty is nowhere 


When swords and demon arms fail, 
you can usually get the results you 
want from Nero's upgradeable gun. 


4 Å You want pretty? Devil May Cry 4 brings it, 
with beautifully animated characters, lavish 


backdrops, and superb production values. ү, 9 
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& ё Dur only 


real complaints 
are with the 
game's pre- 
sentation; it's 
actually a little 


too pretty... g 


near as crushing as it was in DMC3. 
In fact, beyond setting the difficulty 
level, you'll be able to choose differ- 
ent levels of hand-holding from the 
game, like an automatic combo sys- 
tem that makes complicated attacks 
a lot easier (but less fun) to pull off, 
or an automatic level-up path for 
those who don't want to bother with 
choosing abilities to upgrade. 

In a lot of ways, Nero is actually 
much more fun to play than Dante; 
he's a little quicker and more agile, 
and his Devil Bringer—along with 
the inventive item-based puzzles he 
needs to solve — make the game's 
city, castles, snowy cliffs, and jungle 
a blast to explore. And you'll have 


Deni 


Say what you will about Nero, the 


The longer you keep a combo going, 
the higher its ranking, and more 
points to spend on skill upgrades. 


plenty of leeway to explore them; 
the game is divided into 20 “mis- 
sions,” but the game-world itself is 
one long, snaking path that you can 
backtrack through if you feel the 
need. In fact, you will feel the need, 
because once you reach the end of 
it (which happens about 60 percent 
of the way through) Dante takes over 
and you'll have to work your way 
back to the game's beginning, fight- 
ing the same bosses along the way 
because Nero didn't kill them off the 
first time through. 

Luckily, that's nowhere near as 
lame as it sounds, and it never really 
feels like backtracking. Dante's path 
is reshuffled a little, the monsters 


There's a good variety of demonic 
baddies to fight, some with not-so- 
secret weaknesses. 


he encounters are different, and his 
Skill set is drastically different from 
Nero's. Without the Devil Bringer 
or magical items to help you along, 
you'll have to find new solutions to 
puzzles (most of them of the “ad- 
ministering beatdowns" variety). 


Return of Dante 

Even better, you'll be able to play 
with a bunch of toys and abilities 

as Dante that were strictly off limits 
to Nero. The upgradeable "fight- 

ing styles" from DMC3 are back 
(although they really just impart new 
special moves and don't change 
Dante's basic attacks), and you'll 
now be able to switch between them 








Even bosses can be dramatically 


» 






жй pummeled into submission with the 
SEX Devil Bringer. 


boy can bust out some impressive 
aerial combos. 
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on the fly. You'll also have access 
to six weapons, the most impres- 
sive three being Gilgamesh, a suit 
of armor that gives Dante crazy 
martial-arts abilities; Lucifer, which 
enables him to toss out glowing red 
spikes that stay stuck in enemies 
and can be exploded at will; and 
Pandora, a transforming gun that 
lets you unleash rockets, missiles, 
heavy machine-gun fire, and even 
lasers, provided you know what 
you're doing. 

Our only real complaints are with 
the game's presentation; it's actually 
a little too pretty, and looks plastic 
and brittle next to God of War's 
gritty monster-stomping or Ninja 
Gaiden Sigma's spurting gore. It's 
also packed to the gills with lengthy, 
real-time cutscenes, which, true 
to the series' form, are filled with 
awesomely over-the-top action 
sequences. Nothing wrong with that, 
except that we don't just want to 
watch this stuff anymore; we want to 
play it. As much as we hate to say 
it, God of War-style button-mashing 





Power Up 


1280 






























^ After each mission, your 
performance nets you a 
certain number of Brave 
Souls to trade for skill 
upgrades—but you likely 
won't be able to buy them 
all on the first play-through, 
so be choosy. Hack-and- 
slashers should go straight 
for new sword combos and 
charged-up pistol shots, 
but more nimble players 
will want to extend the 
Devil Bringer's reach or buy 
cool moves like the attack- 
sidestepping Table Hopper. 


sequences might actually have 
helped a lot here; just look what they 
did for Resident Evil 4. 

Overall, though, Devil May Cry 4 
is a pretty sweet package, offering 
up a slew of secret challenges and 
“Accomplishments” to complement 
its compelling plot and fierce action. 
If you’re one of the many who’s been 
eagerly waiting for Dante and his 
pals to make a comeback, you won’t 
be disappointed. Mikel Reparaz 














Don’t worry about saving 
for the transition to 
Dante—you'll get all your 
Brave Souls refunded 

(while still keeping Nero's 
upgrades), ready to spend 
on new fighting-style moves 
or weapon upgrades. 


The best part? Your new 
powers stay with you 
through subsequent play- 
throughs on higher difficulty 
levels. Awesome. 
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Nobunaga’s Ambition: 
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Nobunaga Oda has obtaine 


Ri + Form Group "unit Cursor 


The greatest 16th century Sengoku period strat-sim, like ever. 


PS2 PRICE: ESRB: PUBLISHER: 
he name KOEI is promi- 
nently and inexorably 
linked to the long-running 

hack-n-slash adventure series, 

Dynasty Warriors. But KOEI has 

much more than romancing the 

three kingdoms on its plate; look 
no further than the similarly long- 
lived Nobunaga's Ambition series. 

It'S been a long time since a 

Nobunaga game made it state- 

side (like, ten years?), and to be 

sure, Rise to Power is not your 
dad's Nobunaga's Ambition. 
With totally updated, non- 


Select Location 
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DEVELOPER: 


sprite-looking 3D graphics, tons 
of new features, and seven full 
scenarios, Nobunaga's Ambition: 
Rise to Power will keep you 
plenty busy. 

In case you haven't played a 
Nobunaga game, this is a quasi- 
historical real-time strategy series 
set during the Sengoku period. 
That's the time when real-life 
major daimayo Nobunaga Oda 
assembled the most powerful 
army (like, ever), and totally turned 
his country around, conquering 
most of Japan like a samurai Lee 


SeleccC 


lacoca. In this role you have to 
organize your territories, build 

up your fiefs, and stimulate the 
growth of your nation's economy. 
ZOMG, awesome! 

Well, sort of. This type of game is 
for a very particular type of gamer, 
the kind of person who likes to sit 
in front of lots of menus, managing 
territorial relationships, building 
alliances, marrying into power, 
and deciding between building 
Garrisons, Bazaars, or Honganjis. 
It's like Risk in feudal Japan. We 
were okay with plodding through it 


Army Formation 


March 
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Nobunaga's Ambition" 





because we knew that as the game 
progressed we'd get a chance to 
try out one of Nobunaga’s Ambi- 
tion: Rise to Power's great new 
features: Showdown! This nifty 
item let's you go all-in and risk 
everything. We couldn't resist, and 
even though in the end we were 
defeated, we didn't care. Losing 
everything made the game great. 
At least for those few minutes, 
anyway, before it settled in that all 
of our work had been flushed down 
the Sengoku-period outdoor toilet. 
In short, if you like non-fiction, 
history-based RTS games that 
require lots of thought, planning, 
and strategizing, this game will be 
awesome-sauce for you. For the 
rest of you— not so much. 

Casey Lynch 














-= Visit www.m 





net to enter your 


rig in our monthly modding contest, 
where you can win part of a $2000 prize 
pool. 








Don't want to upl ur rig? 

Come to the Mod Shöğ and check 

out the top modded rigs on the net, 
and vote to determine which machine 
takes home the ultimate prize. 
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Damage is displayed by the screen reddening 
around the edges, and blurring. If you're taking 
damage, get behind cover and wait a few 
seconds for it to dissipate. 


ish land on t! 


PS3 PRICE: $59.99 ESRB: Mature PUBLISHER: Propaganda Games DEVELOPER: Touchstone 


fter several years on the 
videogame franchise scrap 
heap, comic book character 


Turok returns from the cold and, 
thankfully, in good form. Turok's 
commercial success on the 
Nintendo 64 resulted in then- 
publisher Acclaim bleeding its 
cash cow dry, quality be damned. 
A couple of cash-in sequels later, 
Turok's name was dirt. But the stat- 
ute of limitations on Turok-bashing 





has expired, and through developer 
Propaganda Games the Native 
American fighter is back doing what 
he does best: killing dinosaurs and 
fighting bad guys. 

Powered by the Unreal engine, 
the visuals in this first-person high- 


impact shooter are impressive and 
detailed throughout. Maybe not 
quite so intricate as you'll find in 
UTIII, but both indoor and outdoor 
levels look good, and the boss 
creatures are particularly well- 
detailed. That also applies to the 
cutscenes that introduce Turok's 
square-jawed, Mohawk-coiffed per- 
sona, and the band of marines that 
begrudgingly fight in squads along- 
Side him. Their testosterone-fueled 
repartee gives a caustic edge to the 
collective effort to stay alive and 
chase down primo bad guy, Kane. 
The forest planet they've crash- 
landed on is teeming with wildlife, 
and while some of the fauna is 
relatively harmless if left alone (an 
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Mission progression alternates between 
taking on dinos, then taking on Kane's 
men, then dinos, then humans. Keeps 
you on your toes. 


The Turok comic book character first appeared in 1954. 


appreciated touch that would oth- 
erwise have you slay every damned 
thing that moves), most of it is 
vicious and considers you a link or 
two lower on the food chain. 

You'll often come across Kane's 
men fighting the dinos. The best 
tactic is to sit back and watch, and 
pick off the injured as the fights wind 
down. If you've picked up the flare 
gun, you can fire a bright shiny ball 
at a target and have the raptors go 
"ooh, look, a shiny flare, let me go 
eat the guy it's stuck to." Person- 
ally, | didn’t buy it, and the obviously 
over-designed nature of its setup 
seemed to undermine the setting's 
suspension of disbelief. So to forget 
about the nonsense of the idea, I 
didn't use the flare gun and got by 
without it. 

Balancing what weapons to equip 





is an important part of the strategy. 
Turok's trademark weapon is his 
bow, and it behaves almost like a 
sniper rifle (but slower and more 
unwieldy) with one-shot kill power. 
A similar traditional standby is the 
knife. Whatever the ammo situa- 
tion (occasionally it can get pretty 
tight), the knife is hugely effective in 
delivering a silent killing blow 

If you need extra firepower, try 
dual-wielding a couple of machine 
guns, or a pistol and shotgun, 
but be aware that you can't lob 
grenades while double-fisted. The 
pulse rifle and shotgun filled out my 
weapons slots until the flamethrower 
was required...flame-broiling giant 
Scorpions was more fun than just 
shooting them. 





The mission progression incorpo- 
rates outdoor forest scenes, indoor 
Sci-fi structures, and underground 
labyrinths to make your way through 
as you look for a way off the planet. 
Alternating between fighting Kane's 
well-trained soldiers and dinosaurs 
of different abilities kept the ac- 
tion fresh from level to level. Save 
checkpoints are just about regular 
enough to avoid frustration, even 
if a particular firefight gets tough. 

While Turok's adventure doesn't 
write the next great chapter in 
first-person action gameplay, it's 
a thoroughly solid, entertaining, 
thoughtfully-designed, and well- 
paced shooter. Supported by 
its extensive multiplayer options 
(see sidebar) the package of goods 
is a pretty good value, and shooter 
fans will definitely get a kick out of 
some of the more unique enemies 
and Turok's stylized arsenal. 

Rob Smith 























Bring A Friend 
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A funny thing happened on 
the way to the office today! 


A History of 
Violence 


Seasoned alien slayers 

will no doubt recognize 
Blacksite; Area 51 as the 
newest iteration of this classic 
ET.-eradicating franchise. 
Before consoles were king, the 
series enjoyed a successful 
run as an arcade light-gunner 
in 1995's aptly named Area 

51 (а sequel, Area 51: Site 4, 
followed in 1998.) In 2005 the 
franchise resurfaced with the 
same name, but a new FPS 
makeover on the PS2, Xbox, 
and PC. The reboot received 
average-to-good reviews, 

but is mostly remembered 

for David Duchovny’s sleepy 
voice-over delivery, 
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Blacksite 


Area 51 


Evil-doing extraterrestrials hit home in Midway’s 
average-achieving alien shooter. 


PS3 PRICE: $59.95 ESRB: Teen PUBLISHER: Midway DEVELOPER: Midway Austin 


long as we have, you’ve no doubt 

saved the planet, the galaxy, and 
the universe from hostile alien intrud- 
ers more times than you can shake 
that over-used stick at. So why, you 
may wonder, would you want to do it 
again in Midway's latest extraterres- 
trial extinguisher, Blacksite: Area 51? 
Well, it won’t be the by-the-numbers 
gameplay or controls that pull you 
back to the alien-infested front lines; 
Blacksite uses the familiar shoot-it-if- 
it-moves template we’ve experienced 
in countless other alien, military, or 
zombie first-person shooters. 


I f you've been playing games as 


The introduction of simple, single- 
button squad commands and a 
morale system are valiant attempts to 
break the formulaic mold. The former 
helps reposition your troops to 
wherever you point the reticule. Un- 
fortunately, they don't do much once 
they get there. And the latter, while a 
nifty idea—fight like a candy-ass, and 
your squad follows suit, but bring it 
like a Red Bull-fueled Rambo, and 
they'll match your bravado—rarely 
changes the tide of battle to any 
noticeable degree. Aside from (frus- 
tratingly) being forced to direct others 
to open doors and set explosive 
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Lots of scattered items 
provide cover, but some will 
splinter and degrade under an 
enemy’s persistent attacks. 


charges, you'll rarely rely on either of 
these tacked-on features. 

Despite the flaws and formulaic 
feel, Blacksite serves up some flavor- 
filled level-design and set pieces 
that'll definitely make it worth а play- 
through for fans of the alien-blastin’ 
genre. Blacksite smartly adopts a 
present-day, aliens-in-our-own- 
backyard approach, reminiscent of 
popcorn flicks such as War of the 
Worlds and Independence Day. It's 
with this presentation that it often 
rises above its shortcomings to de- 
liver an edge-of-your-seat romp. After 
a brief introduction to the generic GI 





The line between game and political commentary is blurred in Blacksite with level names like "Misunderestimate" and "Stay the Course.” You'll also hear soldiers questioning the ethics of torture. 





you'll be controlling throughout the game, you're dropped into a Middle 
East war zone more fitting for a modern-day military shooter. Fast 
forward three years, and you've been reassigned to the Nevada desert 
to defend against a not-of-this-world threat strangely reminiscent of 
what you thought were encephalitis-infected humans back in Iraq. An 
X-files-like yarn —complete with human experimentation, government 
conspiracies, and alien artifacts —soon unravels as you progress from 
mission to mission, blasting baddies at truck stops, convenience stores, 
strip malls, and on suburban streets along the way. 

There are some impressive set-pieces—a screen-filling multi-ten- 
tacled monster wrapping his many meat-hooks around an interstate 
bridge, while you pepper it with projectiles from a chopper's gun 
turret —that are refreshingly staged in familiar environments; from the 
Route 66-like stretches of highway to the courthouse on Main St., 
Blacksite's beasties often attack in places we can all relate to. 

Other elements of Blacksite are a mixed bag. The weapon selec- 
tion is slick and appropriately ear-popping, but extremely limited; an 
automatic assault rifle and grenades will do most of your bloody bidding. 
The bad guys run the gamut from familiar cloned super-soldiers to 
spidery minions and ground-erupting fire-spewers. The creepy half-man, 
half-machine "reborns" and the bigger, end-level monstrosities are the 
game's most memorable menaces. Visually, Blacksite makes reason- 
able, if not spectacular, use of the Unreal engine. Voice-overs, whether 
delivering heavy-handed political commentary or just lame lines from 
your over-the-top caricature-like squad mates, are mostly annoying, but 
the well-produced score will make you feel as though you're running and 
gunning through a Michael Bay summer action flick. 

With the sole exception of its occasionally genre-elevating aliens- 
invade-middle-America presentation, Blacksite is a serviceable, 
unremarkable shooter; not bad, just excessively average. Even the 
eight-map, 10-player online play is an off-the-FPS-assembly-line 
offering of deathmatch, team deathmatch, and capture-the-flag varia- 
tions. You'll likely forget Blacksite's entire experience mere minutes after 
the end credits have rolled. Matt Cabral 


























Legal Notice 


If You Purchased 
Grand Theft Auto: San Andreas 
Before July 20, 2005 


You May Be Eligible for Benefits 
From A Class Action Settlement 


If you purchased the video game Grand Theft Auto: San Andreas 
(*GTA:SA") before July 20, 2005, you may be part of a class action 
Settlement. This Notice is just a summary. For more complete 
information, you should read the full Notice. You can get a copy of the 
full Notice by calling the number or visiting the Web site below. 





What is the Class Action Lawsuit About? 
The lawsuit claims that Defendants, Take-Two Interactive Software, 
Inc. and its subsidiary Rockstar Games, Inc., manufactured and sold 
GTA:SA with hidden content that, if unlocked by the user, could display 
scenes of a sexual nature, which became known as the “Hot Coffee" 
scenes. The lawsuit claims the marketing of the game with this content 
under an improper rating violated Consumer Protection laws. 


Who is Included? 
The Class includes everyone who bought GTA:SA before July 20, 2005. 
Resellers are not included in the Class. 


What Are the Terms of the Settlement? 
Class members who meet certain eligibility conditions may be able to 
claim cash payments ranging from $5 to $35, and/or to exchange the 
game for a copy without the content at issue. For full details about the 
qualifications to make a claim you should read the full Notice. 


Who Represents Me? 
The Court has appointed attorneys to represent the Class. You may 
hire your own attorney, if you wish. However, you will be responsible 
for that attorney's fees and expenses. Class Counsel will ask the Court 
for an award of attorneys' fees and reimbursement of expenses in the 
amount of $1,000,000. This amount includes approximately $955,000 
in attorneys' fees and approximately $45,000 for reimbursement of 
expenses. Defendants have agreed to and will not oppose this request. 
The Court may consider the request at the Final Approval Hearing on 
June 25, 2008 at 10:30 a.m. 


What Are My Legal Rights? 
If you wish to stay in the Class, you do not have to do anything. If 
you want to get a benefit you must file a claim as explained below. If 
the Court approves the Settlement, you will be bound by all the Court's 
orders. This means you cannot sue the Defendants covered by the 
Settlement in the future. 
If you qualify, you must complete a claim form to receive any payment. 
Depending on the kind of proof of purchase you have, you may be 
eligible for different amounts of cash payments. You can get a Claim 
Form by calling the toll-free number or visiting the Web site below. 
Claim Forms must be postmarked no later than May 16, 2008. 
* If you do not wish to be a member of the Class, you must submit a 
letter to the Settlement Administrator indicating that you do not want 
to bea member of the Class postmarked no later than April 25, 2008. 
If you request to be excluded from the Class you cannot make a claim 
for a cash payment under this Settlement. 
You can tell the Court if you do not like this Settlement or some part 
of it if you do not exclude yourself. To object or comment, you must 
send a letter to the Court postmarked no later than April 25, 2008. 








Will the Court Approve the Settlement? 
The Court will hold a Final Approval Hearing on June 25, 2008 at 
10:30 a.m. to consider whether the Proposed Settlement is fair, 
reasonable, and adequate and the motion for attorneys' fees and expenses. 


For a Notice of Proposed Class Action Settlement 
anda Claim Form 


Call toll-free: 1-800-409-0328 
or Visit: www.gtasettlement.com 


Or Write: GTA: San Andreas 1st Edition Settlement Administrator, 
c/o of Rust Consulting, P.O. Box 1912, Faribault, MN 55021-7167 
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Bye-bye Bosnia 


If playing in what looked the 
ghettos of a third-world nation 
in FIFA Street 2 got you down, 
you'll love the brighter color 
palette and simpler, happier 
looking chara in FIFA 
Street 3. You'd be stoked, too, 
if you got to play in beautiful 
Rio instead of the back alleys 
of a South African shanty 
town. Oh, and thankfully all the 
buggy gameplay that stunted 
the monstrosity that was the 
original FIFA Street are pretty 
much gone. 
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Hardware 


Rough and dirty, just how we like it 


PS3 PRICE: ESRB: PUBLISHER: 
f you’ve never served FIFA 
poster-boy Ronaldinho a ball to 
the face straight off the crest of 

your Adidas, you’ve never played 

arcade-style, five-on-five street 
soccer, yo! The first next-generation 

entry for the franchise, FIFA Street 3 

delivers an overwhelming 250-plus 

different athletes from around the 
world, and instead of being totally 

focused on tricks like FIFA Street 2, 

FIFA Street 3 is more about soccer, 

albeit crazybeans soccer. 

You construct your five-man team 
with various types of players, such 
as Tricksters, Playmakers, Finish- 
ers, and Enforcers, that all do what 
their names imply, and then some. 
Control-wise, the game is as accom- 
modating to casual players who want 


PlayStation 


DEVELOPER: 


to play a fast-paced, smashmouth 
game of soccer as it is for FIFA 
Street pros who know how to milk 
the momentum meter for every leap, 
flip, and aerial one-timer. 

Stringing together combos is like 
playing a comic-book variation of 
the most super-powered-up version 
of soccer you can imagine, making 
it hard to go back and play the more 
realistic, conservatively paced FIFA 
08. That said, FIFA Street 3 has 
some unsightly flaws, namely in 
the simplistic character design and 
animations. Some characters have 
great moves and look decent—Milan 
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The Official Magazine 


midfielder Gennaro Gattuso’s 
tackles are stylistic and knotty 
enough to knock the wind out of 
Brian Urlacher, and impossibly tall 
Liverpool striker Peter Crouch looks, 
well, impossibly tall, as he lankily 
beams in one-timer after one-timer. 
But some of the scrubbier play- 

ers look alike, act alike, and don’t 
have much, well, character. | guess 
it would be hard to create 250 
individualized animations. Whatever. 
The gameplay flow on the enclosed 
fields is great, though. To provide 
plenty of options, a fairly deep tour- 
nament with unlockable teams and 
players can be played both on- and 
offline. It's wrapped up with a cus- 
tomizable head-to-head mode that’s 
made for some great after-hours 
best-of series action— perfect for 


squashing our Roma-loving buddies. 


Gooooooaaalllll! Casey Lynch 
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By earning medals on all of the 


Mini-games are simplistic and take only moments to learn. 


Napoleon Dynamite: 


The Game 


Not nearly as dynamite as the film 


PSP PRICE: $13.88 ESRB: Everyone PUBLISHER: Crave Entertainment DEVELOPER: 7 Studios 


ur pop culture lexicon is now 
Om: with images associated 

with Napoleon Dynamite: lanky- 
limbed dancing, offbeat scenarios, and 
deadpan humor, for instance. But what we 
don’t associate with the film are typical 
gaming elements, like gun-totin’ action, 
magically infused level grinding, or raci 
Thus, as expected, Napoleon Dynamite. 
The Game possesses none of the above. 
Instead, the PSP title is little more than a 
smorgasbord of approximately thirty half- 
baked mini-games (from fitting puzzle pieces 
on a board to football tossing to rhythmic 
DDR-like finger-pounding) very loosely 
strung together with a watered-down story. 
Unfortunately, to access some of the later 
mini-games, you'll have to sequentially 
beat the prior ones — but we doubt you'll 


ж» 
[C Tri PAY] 


Like in the film, some of the game's concepts are 
original...but that doesn't make them fun to play! 


get that far, because the mini-games 
themselves alternate between tedious 
and frustrating. Dodging llama spit, for 
example, is hardly compelling. 

Throughout, there are occasional hints 
at the movie's humor, but it's never pre- 
sented well enough to actually incite 
laughter. The only element that holds 
true to the offbeat style of the film is the 
art, which looks quirky enough to be some- 
thing Napoleon himself might have glued 
together. All in all, we found the experience 
totally unsatisfying. 7 Studios has proven 
that it's certainly possible to take a film 
that has absolutely no videogame-type 
sequences and translate it into the video- 
game medium. But after seeing the results, 
our question is: why bother? Teresa Dun 


While the graphics are hardly of high production 
quality, they fit the feel of the game well. 
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Lost Planet: 














A warm sweater, and maybe gloves, may help keep out the chill. 


PS3 PRICE: ESRB: PUBLISHER: 
ver since Capcom announced 
that Devil May Cry 4 would 
get a cross-platform release, 

PS3 fanboys have been up in arms 

about losing exclusives to Xbox 

360. Well, the publisher is giving a 

little something back to faithful PS3 

owners with Lost Planet: Extreme 

Condition, one of Capcom's bet- 

ter, previously Xbox 360-exclusive 

releases. Released originally on 

Xbox 360 in January 2007, the PS3 


PlayStation. The Off 


DEVELOPER: 


edition comes with all 16 multiplayer 
maps (including all the downloadable 
content that was released on Xbox 
Live) and some interesting unlock- 
able characters (Dead Rising’s Frank 
West and Mega Man, among others). 
It is essentially the same fantastic- 
looking game. 

You play as Wayne, a Vital Suit 
operator (fancy talk for mech) on 
E.D.N. Ill, a frozen wasteland of a 
planet. You’re found near dead, with 





| Magazine 


no memory, and an unquenchable 
bloodlust to kill Green Eyes, the 
giant Akrid (think: Starship Troopers’ 
“bugs”) who murdered Wayne’s 
father. Riveted yet? Well, thankfully, 
Lost Planet is more about the action 
than its protracted plot, which, while 
hokey, isn’t terrible. 

A surprisingly large raft of unique 
gameplay mechanics set Lost Planet 
apart from your average shooter. 
You have a Bionic Commando-style 


(and only) sign that a sequel is coming. Capcom, make us proud! 





's last May, which was thi 


Part Deux: Capcom trademarked the name Lost Planet: Colo 





rocket-powered grappling hook that 
gives you access to higher terrain, 
which is cool. It adds a slight plat- 
forming element to movement and 
generally works well, although we 
would've loved to have more access 
to higher spots (invisible walls will 
keep you from firing your hook into 
whatever you want), but we're picky 
that way. For the combat itself, you'll 
fight every garden-variety of Akrid— 
little spindly walker bugs that shake 
like their feet are cold, flagella-toting 
bacteria flyers, big armadillo tanks, 
huge praying mantis giants, ginor- 
mous snow worms (think: the worms 
from Dune)...the list goes on and 
on. You'll also be duking it out with 
space pirates, the underprivileged 
people who remained on E.D.N III 
after the Akrid were discovered. Ap- 
parently the poor folks there all carry 
rocket launchers and sniper rifles, 
and don't flinch much when being 
shot at. That is to say, some of the 
ground infantry Al is among the 
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Hand Grenade 


worst out there, not batting an eye 
when one of their cronies is gunned 
down two feet away, or even when 
grazed slightly on the leg. 

The grappling hook and Vital Suits 
both contribute to great variety in 
the way battles play out. You can 
snipe a V.S. driver out of his seat 
and hijack it by grappling onto it to 
deliver some close-combat damage. 
Or you can just swipe the powerful 
Gatling guns and rocket launchers 
right off the V.S., which is especially 
fun and frustrating for your oppo- 
nents in multiplayer mode. 

The game itself is totally linear 
and follows objective-based mis- 
Sions that you can blow through 
pretty quickly, but the boss fights 
will give you a serious run for your 








money, and may incite rabid cussing 
along the way — especially on higher 
difficulty settings. The bosses seem 
to have x-ray vision and guided mis- 
siles that never miss, and to make 
matters worse, Wayne has some 
excruciatingly long "fall down, roll, 
get up, shake off" animations when 
hit, making the boss fights extremely 
frustrating for no good reason. We 
don't mind a "challenging" game, 
but when we're constantly being 
thrown into unavoidable anima- 
tions and the weapons take forever 
to reload, it can feel a tad on the 
punishing side. 

The multiplayer is pretty standard, 
with Elimination, Team Elimination 
(both are deathmatch variations), the 
territorial CTF-based Post Grab, and 
the VIP-based Fugitive, although the 
aforementioned diversity in combat 
makes for some interesting and out- 
of-the-box situations. The game can 
feel a little slow at times, especially 
in multiplayer, but hey, you're jogging 
and firing through knee-deep snow. 

Though it took a while to reach 
the platform, Lost Planet delivers 
plenty of stunning-looking, innova- 
tive gameplay to outshine its weak- 
nesses, especially considering 
the very attractive $39.95 price. 

It was probably smart of Capcom 
to bring Lost Planet to the PS3 
after offering DMC4 to Xbox 360 
owners. Still, we're waiting until 
we get a PS3 port of Dead Rising, 
then all will be forgiven. 

Casey Lynch 
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Machine Gun 


Inafune Info 


If you're a serious gamer, 
you've probably played а дате 
that venerable Capcom head 
of Research & Development 
and Lost Planetproducer 

Keiji Inafune has worked on. 
Inafune joined Capcom in the 
late 80s and began his career 
designing characters for Street 
Fighter. He went on to design 
Mega Мап (literally), create 
the Onimusha series, and have 
his hand in the development of 
both Resident Evil 2 and 4. His 
latest work included the near 
simultaneous development of 
Dead Rising and Lost Planet. 
According to Inafune, Lost 
Planet was heavily influenced 
by horror and action films 

like The Thing and Aliens, as 
well as Halo. He also loves 
mangoes, so we hear. 
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Dungeon Explorer: 











Slightly repetitive RPG fun 


PSP PRICE: ESRB: PUBLISHER: 
better name for this action- 
RPG might have been “Gen- 
erator Destroyer: Warriors of 
the Art of Repetition." That's because 
regardless of your current quest, 
you inevitably find yourself wander- 
ing through an uninspired dungeon, 
listening to a lackluster soundtrack, 
while whacking all the generators 
(monster-spawning portals) you 
come across. Then you unlock your 
way to the dungeon's final boss, 
defeat it, and repeat the whole 
process again. This monotony is only 
broken by finding treasure chests 
hiding rare items (we liked the magi- 
cally imbued armor), or when your 
character levels up and gains new 
status points for you to assign. 
Despite the repetitive gameplay, 
the game's not all bad. The combat 
is fast-paced, and although enemies 
initially lack variety, you'll eventually 


DEVELOPER: 


face all sorts of knock-backs and 
status ailments, forcing you to 
adjust your strategies for each 
enemy type. In addition to basic 
attacks, your character has access 
to spells, Weapon Arts (learned 
through extensive use of a weapon 
type), and Big Bang Arts (which, if 
timed correctly, multiple party 
members can execute at the same 


time for a powerful burst of damage). 


You can also switch jobs, and even- 
tually unlock secret high-level jobs. 
Jumping from a sword-slashing 
fighter to a healing bishop lets you 
experience the dungeons from a 
whole new perspective. 

The depth of control you have 
over your Al party members is 
quite remarkable. While you can't 
control them directly, you can set 
their priorities (for healing, Big Bang 
arts, attacking generators versus 


Slate Door 





monsters, etc.) in the party menu. It's 
sort of like FFXI’s gambit system, 
and through it your team functions 
as a whole— so you can do your job 
without worrying too much about 
them doing theirs. 

One other element we appreciated 
was the depth of the crafting system. 
You can customize armor, alchemize 
potions, and fuse gems. Also, while 
the story is somewhat puzzling and 
bland, RPG fans that have friends of 
the same ilk will enjoy exploring the 
dungeons in multiplayer (up to three 
players in ad hoc multiplayer). Over- 
all, this Dungeon Explorer experience 
is pleasurable enough for those with 
a fierce RPG itch, but those who 
require a compelling story in their 
RPGs may want to pass. 

Teresa Dun 
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| need you to put Bomberman Land back 
together again by gathering zone 
pieces from people! 
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Bomberman Land 


А bomb among men 





Wandering around town to play lame 
mini-games... Yeah, right. We pass. 


PSP PRICE: $29.99 ESRB: Everyone PUBLISHER: Hudson DEVELOPER: Hudson 


follow the storied explosive- 

lobbing robot on a journey 
across the disheveled Bomber- 
man Land theme park, partake 
in a slew of mini-games, and in 
the process, restore order to the 
amnesiac locals. However, the 
creators evidently thought that 
instead of diving straight into the 
fun of unrolling toilet paper or 
playing whack-a-mole, it would 
be much more entertaining to 
walk around a world map listen- 
ing to the inane text prattle of 
the game’s various characters 
for what seems like forever. The 


| t's a fine idea in principle: 


purpose of this meandering is 
to collect numbered tiles that 
unlock new areas. It would be 
one thing if you were able to 
progress consistently, but we 
found ourselves constantly 
checking and rechecking the 
areas we had already visited to 
see if anything had changed (as 
the game told us to do) which, 
most of the time, it had not. 
The mini-games themselves 
are about what you’d expect, 
some fun, some not—but almost 
always not worth the drudgery 
it takes to actually get to them. 
In fact, a character in the game 


even tells you that while you 

may not like all the mini-games, 
you have to play them all to get 
through the game. Really? What 
kind of game flat out says "this 
may stink to play sometimes but 
suck it up"? The most entertain- 
ing aspect of Bomberman Land 
is the inclusion of the classic 
Bomberman we have all known 
and loved for 20 years, which is 
both a credit to that game's last- 
ing appeal, and unfortunate for 
this particular title, since the main 
game is not nearly as much fun as 
the tacked-on classic. Ryan Rayhill 
Kk 
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Testing Grounds 


While in the middle of the map, 
listen for raptors. They shriek 
when they’ve found prey. 
Place the secondary fire from 
the sticky bomb gun on the 
inside of Wolf Pack’s sliding 
blast doors to leave a nasty 
surprise for intruders. 

The central platform is the 

key. Control this section to 
gain the upper hand in attack 
and defense. 

Sniper rifles can see from 

flag to flag, so take out any 
defenders that are guarding 
too closely. 

One half of the map is enclosed, 
while the other half is wide 
open. Use shotguns and pistols 
through the tunnels and SMGs 
and pulse rifles when out in 
the open. 


Spire 
The bugs under the bridge 
deter a lot of humans, but when 
running with the flag, take the 
low road. 
In each base, there’s a terminal 
that releases toxic waste. Time 
it to cover the enemies in 
green goo. 
This map begs for a clash on 
the big bridge, so bring your 
sniper rifles and perch on the 
metal platform overlooking 
the arena. 
Turrets are lethal; set one up 
on the big bridge to help with 
cover fire, or place one by the 
flag in CTF. 
The attacking team can be 
at a disadvantage on the 
bridge, so be sure to attack 
and advance as a team. 
Snipers pick off stragglers. 


A Heated Rivalry 
The sticky bomb gun’s proxim- 
ity mines are extremely useful; 
put them around blind corners 
where you expect the enemy 
to charge. 
The shotgun and mini-gun are 
king in this map; the close-quar- 
ters environment makes power 
more important than accuracy. 
The highest area is a room with a 
console in the middle; attacking 
from here puts you at a definite 
advantage over those downhill. 
When nabbing the flag, going 
underneath the bridge is the 
fastest route; but the wide 
stretches allow for defenders to 
get long shots off. 
There are two terminals to hack 
that release creatures on one 
side of the map; they can beef 
up your lower-level defenses or 
create chaos for the enemy. 





Power Struggle 
This map is geared for run-and- 
gun combat, and forcing your 
enemies to adjust their aim at 
you on all axes. Take advantage 
of the terrain elevations to put 
hard cover between you and 
your adversaries. 
To find your way around the 
map think of it as the letter M 
with teams starting at the left 
and right ends of the arms. The 
north side of the M has a pipe- 
line. Look for your position in 
relation to the three numbered 
pumping towers. 
The lava vent in the center of 
the map is the site of the best 
weapons and provides a good 
vantage point to see threats to 
the towers. Collect the weap- 
ons there and patrol. The key 
is to keep moving. Stop and 
you're dead meat. 
Dinos like to patrol the low 
paths, which creates a strategic 
conundrum. Avoid the raptors 
by going to the high ground, 
but the elevation will allow other 
players to see where you are. 


An Invasion 
Controlling the center of the 
map is key to success. Use the 
smoke, elevation changes and 
bones/rocks for cover. 
The best weapon in the game 
is in the low center of the map, 
but look out for snipers. 
Circle-strafing in this map is 
much more dangerous than 
many of the others, because 
of numerous environmental 
hazards. There are ledges on 
the vista edge and lava pits on 
the other side to avoid. 
An aggressive tactic is to skirt 
the edge en masse, clearing out 
the lone snipers in the corners. 





Firestorm 
Want to be king of the hill? 
Grab a sticky bomb gun, go to 
the top level, and place proxim- 
ity mines on the three ladders. 
You'll only need to watch the 
ramp leading to the top level. 
In Wargames, it's critical for 
Whiskey Company to open the 
outside gate to the base; from 
the left entrance, turn right and 
head all the way down to find 
the controls. 
Snipers are watching as you 
head into the base, the team 
should stick together. 
When defending the base, the 
majority of the team should 
watch the main entrance, and 
one or two watch the main gate 
controls and alternate entrance. 
In Wargames for Whiskey 
Company, or for an attacking 
Assault CTF team, the left 
entrance by the demolished 
wall is usually the best. 


The Hard Place 
Base raids in this map often 
require the entire team to work 
together to fend off attacks. 
There are two main approaches 
to the WC base. The low route 
is open and not ideal for frontal 
assault attacks, but is good for 
stealth attacks from the side. 
The high path is tightly choked 
but is the fastest route into the 
base. Ordinance is ideal for both 
teams to clear out the assailants. 
The low route is accessible 
from a path that cuts through 
the mountains map's center. 
This route is longer but safer. 
Use trees in the WP base for 
some cover. It's difficult to 
protect from all directions if WC 
comes from different directions 
in a multi-pronged attack. 
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him your premiere 





My brother asked to borrow a 
magazine from me so | tossed 





Yes, this is Memorex, baby! 
Nissan GT-R from Gran Turismo 
5 on the cover. He said, “| want a 
PlayStation magazine, not a car 


issue with the one.” To his surprise, | revealed it 


f LETTER OF THE MONTH 


Helpful Advice on Backwards Compatibility 
You answered Toni's "Decisions, Decisions" mail (in 
Issue 2) by referring her to the article about current 
PS3 SKU's on page 6. However, she was asking if 
she should hunt down an old original-release 60GB 
PS3, or buy a new 80GB PS3, because the 60GB 
model has the Emotion engine and the 80GB model 
uses software emulation for PS2 games. 





My advice to Toni is that she hunt down the 60GB 
model if she can, given her concerns about ensuring 
the best compatibility for PS2 games. 


Why should she go for the older model? Well, the 
60GB model has the broadest range of compatible 
PS2 titles. On the upside, all games that have been 
properly developed to PS2 specs will play fine on 
both versions, but the problem is that not every 
third-party developer adheres strictly to the dev kit. 
The safest path for true geeky retro dorks (like me) 
is the 60GB model. For most folks, the 80GB model 
will be just fine, however. 


Also, any peripheral that absolutely must have a 
controller port (like Guitar Hero 1 & 2) is always go- 
ing to need a true PS2. 


While we're on the topic of backward compatibility, 
Га like to say that the PS3 of any make or model is 
a terrific way to play PS1 games. Unlike the PS2, 
the PS3 doesn't have any problems upconverting 
the old PS1 games to play well through HDMI or 
component connections on any TV. 

Sterling, The Internet 
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PlayStation. The Off 


was PlayStation. That just shows 
how amazing the game will look. 
Thomas Dean, Sacramento, CA 


really like your new magazine. | 
used to get your old one to see 
what new releases were out, but 
this one | actually read. | just 
don't get why in the magazine 
issue (001) you had Assassin's 
Creed on the back and didn't 
talk about it. 

Nic Ross, Dunlap, TN 














availability. We found out that it 
was on the back cover when we 
got the issues from the printers, 
too, so to be clear, we decide the 
editorial content ourselves, and 
whatever games you may see 
advertised have no bearing on 
that decision. 


AUDIOPHILES 

| bought a PS3 recently, and | put 
some music on it. | was disap- 
pointed to find that you cannot 
play music while playing games. | 
was just wondering if there will be 
an update you can download that 
grants this feature. 

Florian Sperber, Minden, CA 
Rob: We've heard that request 
several times from PS3 gam- 
ers. Right now, SCEA hasn't 
revealed any plans to include 
that functionality in an update. 
But we're asking for you: 

Please SCEA, allow us to listen 
to our own soundtracks while 
playing our games. It's now 

an official request! 





LEFT-HANDED 
LAMENTS 

l am curious if there are any good 
PS2 or PS3 third party controllers 
for southpaws. | find myself hav- 
ing to cripple myself in my games 
constantly with the right-handed 
control schemes. | am also 
wondering if most games for PS3 
have the custom controls option. 
Nathan Lund, The Internet 

Rob: Most games let you 
customize controls however you 
like; however, some don't. Those 
that don't: Bad Games. Lefties 
need to be able to set their own 
control configuration. On a more 
serious note, gamers with dis- 
abilities have been trying to get 
one-handed control configura- 
tions (or controllers) for some 
time. So at the very least, the 
ability to customize control 


options should be mandatory. 


FEELING EXCLUDED 

In reference to Jeff Yuettner's 
“Don't Forget Us!" thoughts and 
comments from the Holiday 2007 
Issue 1, | couldn't agree more. 
We are seeing less and less 
coverage of PS2 games. | own 
and use my PS2 and PS3. This 
is called PlayStation: The Official 
Magazine, right? Maybe a little 
more space could be used to 
review PS2 games. 

Pablo Estrada, Yuma, AZ 


As | was looking through your 
January 2008 magazine, | noticed 
that there wasn't much PSP 
content. As that is the only video 
game console | have, | was a 
little disappointed. Is PlayStation: 
The Official Magazine going to 
be mainly focused on PS3s, or 

is there going to be more PSP 
content in the next issues? 

Brice Steward, The Internet 
Teresa: Brice, with the PSP 

slim gaining huge popularity, 
how could we ever ostracize it? 
We adore our PSP slims. So of 
course we plan to cover PSP 
content! Pablo, we try to cover 
PS2 games as well, because 
that system's been loyal to us 
for so many years, but we can 
only review what's been released 
and we can only preview what's 
upcoming...so if nothing big 
has been happening on PS2 
recently (and all systems do 
have their dry seasons), there's 
not much we can do about it! 
However, that said, when games 
are simultaneously released on 
PSP, PS2, and PS3, we tend to 
favor the PS3 versions, simply 
because there's a lot more that 
needs to be done well for it to 
be good, namely graphics and 
Sixaxis implementation. 


SAFE MEMORIES 
Since the “next gen" of consoles 
have been out for a while, | was 





wondering if there were any 
gadgets that would allow you to 
transfer your PS1 and PS2 saves 
to the PS3’s hard drive, or to PC? 
I'm curious to see if there is a way 
to back up my old game saves in 
this "new" console generation. 
Jeremiah Jones, Culpeper, Virginia 
Teresa: To transfer your PS1 and 
PS2 games onto your PS3, you'll 
need a PS3 Memory Card Adapt- 
er. Sony makes one that goes 

for about 15 bucks. They can be 
tough to find in retail stores, so 
you may need to purchase them 
online. From there, | suppose you 
can put all the saved games onto 
a USB flash drive and store them 
on a PC, but you can't play them 
without a PlayStation unit, so it'd 
be for storage purposes only. 
But is your PC really the most 
reliable place to store data? 


ANOTHER PRICE CUT 
Hi, | was just wondering when 

the next PS3 price drop will be? 

| do have a subscription to your 
magazine but | don't have a Sony 
videogame system. I'm that big of 
a fan! | want to buy a PS3. | have 
been saving up for a while now. | 
live in Canada so if the price could 
be in Canadian dollars. Oh! By the 
way, | don't live in an igloo. 
Jeffrey J, Saskatoon, SK 

Rob: Wouldn't it be cool—or just 
plain chilly—to live in an igloo? 
Maybe for just a day or two... 
Anyway, Canadian dollars or 
American, don't expect a further 
PS3 price cut any time soon. Our 
best guess for the next time this 
topic rears its head is around the 
summer, in anticipation of the 
holiday releases. 


* ..Canadian dollars or American, don't 
expect a further PS3 price cut any time 


SOON.” -Rob 


Send us your thoughts and comments to letters@psmonline.com. We're eager to hear 
contact what you think about the new magazine, clean look, and refreshed scoring system. 
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Still Folding Away 


In Firmware 2.1 for your 
PS3, enhancements to 
the Folding@home 
program were intro- 
duced. With Automatic 
Shutdown, you can set 
your PS3 to turn off after 
a certain amount of time, 
which simultaneously 
helps science and your 
electricity bill. Also, 

F@H now lets you listen 
to songs on your hard. 
drive while you Fold. So 
join us, if you haven't 
alread) 


Team ID: 57353 
Team Ranking: 71 of 
91881 (Yes!) 

Our Top Three 
Folders: PS3 

(15268 Work Units), 
MyinternetBroke (726 
WU), RuskyBigMusky 
(679 WU) 


Here’s the scoop on 
Folding@home: it’s a 
distributed computing 
project by Stanford 
University that analyzes 
the way proteins 


“misfold” (or, have 


problems assembling 
themselves), which 
leads to many diseases 
(like Alzheimer’s, 
Parkinson’s, and 

some cancers). To see 


tangible re hat. 


has resulted from Е@Н, 
check out http://folding. 
stanford.edu/English/ 


Papers. You can help 


by downloading the 
program and running it 
on your PS3 or PC! 


Visit psmonline.com to 
send us Your Take on 
next issue’s topic. 
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MoH: Pacific Assault, for PC only. 


MORE WWII 
SHOOTERS, PLEASE 

Гуе recently been wondering why 
there aren't any decent attempts 
at a World War Il FPS game set 

in the Pacific theater. There are a 
huge amount of WWII FPS games 
set in Europe, but not in Asia. 
What gives? 

Edward Abarientos, The Internet 
Rob: EA brought its Medal of 
Honor series to the Pacific 
theater with Pacific Assault for 
PC in 2004. And, well, that's it. 
Bottom line, it's just not as popu- 
lar a venue for games as the 
European theater has delivered. 


“Is Square going to do a remake of 
Final Fantasy VII for the PS3? | feellif 


FINAL FANTASY FANS 
FOREVER 

First and foremost, | would like to 
thank you for your magazine that 
you print monthly. While | was 


overseas in Iraq, | had my ex-wife 
send them to me. They kept up 
my and others' morale. Now onto 
a serious question: is Square 
going to do a remake of Final 
Fantasy VII for the PS3? | feel if 
they did a remake of the game 
they may have better sales than 
Halo 3, but that is just my opinion. 
What do you guys think? 

Joe Mcbride, The Internet 


After so many FFVII tie-in games, 
| have been itching to play the 
original. Problem is, my copy was 
stolen a long time ago. | go online, 
and | see it averaging around 
$70-$80. My question is, with all 
theses rumors and blogs hinting 
at a remake, should | wait and 
pray for an awesome PS3 remal 
or go ahead and spend $80 to 
play the PS1 version? 

Ruben Torres, The Internet 
Teresa: Joe, | agree. If Square 
Enix remade FFVII for the PS3, 

I think it would sell fantastically 


they did a remake of the game thêy may 


have better sales than 
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аіо 3.” -Joe Mcbride 





well from my purchases alone. 1 
would buy two copies for each of 
my friends (one for them to play, 
one for them to give away), a 
copy to frame, a copy to cuddle 

a copy as a backup (in 
case, like Ruben, mine is stolen), 
a copy to serve as a backup to 
my backup, and one more, just in 
case. Unfortunately, after talking 
with Square Enix, we learned 
that there is currently no remake 
in production, and there probably 
won't be for a very long time, if 
ever. So Ruben, splurging on an 
older version of FFVII is probably 
the only way to get your hands 
on a copy right now. 


CRITICAL CRITICS 

| have to admit, when | first saw 
the new rating system, | wasn't 
thrilled. That was because I 
thought it was strictly a 5-point 
based system. But | saw you guys 
use half stars, so it's almost the 
exact same thing as a 10-point 
numbered system. | can't see why 
anyone would complain about a 
10-point system. One thing I’m 
curious about is if you guys are 
going to continue sending T-shirts 
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“| have to admit, 
when | first saw the 
new rating system, | 
wasn't thrilled." -Brett 






to people who submit letters to 
your magazine 

Brett Crow, Parma Heights, OH 
Teresa: That's exactly what 
we're thinking, Brett! The old 
rating system was getting a bit 
too clunky. (Really, can you tell 
the difference between a 3 out 
of 10 and a 3.5 out of 10? How 
about between a 5.5 out of 10 
and a 6 out of 10? Didn't think 
so...) So we decided to tighten 
it up a bit. Our new five-star sys- 
tem (which includes half stars 
and goes down to zero) requires 
us to be firmer than ever in our 
score choices. As for T-shirts, 
at the moment, we're all out. 
But we'll have some brand-new 
PTOM shirts some time in the 
future, so keep checking back! 


Eu oW! 
E t 
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The Trials of Topoq 


PlayStation Network Reviews ЕБ 


Downloadable games and add-ons for the price of a fruit - 
smoothie. We say Yea or Nay. 


PRICE: $4.99 DEVELOPER: SONY COMPUTER ENTERTAINMENT 





The PlayStation Eye is a tool that may 

completely evolve the way we control 
games, and The Trials of Topoq is a step in 
that direction. The premise is simple: you 
have to roll a ball through a path of obstacles 
until you reach the finish point. However, you 
won't be using a Sixaxis to control the ball. 
Instead, the path is broken into square 
segments, and the PSEye “maps” your body 


onto each of those sections. Wherever you move, the floor pushes upwards, 
creating a gentle slope that will nudge your ball into motion. As you progress 
through the game, the obstacles between the ball and exit become more complex. 

At first, the controls seem finicky; starting from scratch you have to learn a 
whole new way of communicating with the game and some people will find it too 
frustrating. But if you care at all about the direction of innovative game design, you 
owe it to yourself to check out The Trials of Topoq. ТВ 


Mesmerize 


PRICE: $1.98 DEVELOPER: SCE STUDIOS LONDON 





иш | More of a screensaver than a game, 
Mesmerize features five different 

screens for you to "interact" with using your 
hands and the PlayStation Eye. One mode 
lays rows of blocks on the screen. When you 
move your hands, the blocks you "touch" 
float away, eventually revealing differently 
colored blocks below. This and the other 
levels are pretty, but they lack any sense of 


progression. You can discover all there is to see within thirty seconds. Ultimately, 
Mesmerize isn't visually or musically stunning enough to warrant pulling out your 


credit card. TD 


Multiplayer Strategies | Letters | Bame Reviews | PlayStation Store 


You'll get full value 


Y No legs, no fun, 



































no value. 


Flashback 


'ore and mt 


lig RELEASED: 1898 
SYSTEM: PlayStation 
WE GAVE IT: 4/5 


RELEASED: 1997 
SYSTEM: PlayStation 
WE GAVE IT: 5/5 

We said: "Addictive 
| gameplay and some 
very clever quirks... Spyro 
has enough charm and 
appeal to enthrall the 
younger set of PlayStation 
gamers, but it may be 
disappointing for those 
looking for the continuous 
thrill of discovery." 


= 

We said: “This game 

$ darn-near perfect. 
From the perfectly moody 
soundtrack and beautiful 
gothic graphics, to the 
seemingly endless number 
of rooms and items, this 
game is top-notch stuff 
throughout." 


RELEASED: 1999 
SYSTEM: PlayStation 
WE GAVE IT: 4/5 


| | We said: “Part 

| | X-Files, рай Tomb 
Raider, the game combines 
intrigue and terrorism with 
puzzle solving and 

guns —lots and lots of guns." 


RELEASED: 2006 
SYSTEM: PSP 
WE GAVE IT: 6/10 


| We said: “Think 

| Warioware mini- 
дат with the theme of 
London thuggery holding 
them togethet 
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PlayStation POV 


PS2 in 2008: A Decade in the Making 


It's incredible to believe that it has been 
eight years since PlayStation 2 launched 
in Japan (those of you that are a little more 
“seasoned” may remember that it debuted in 
the Fall of 2000 in North America). During this 
period, | have been involved in this business 
on both the third and first-party sides and I can 
tell you that it has been simply unprecedented. 
With over 120 million hardware units sold 
worldwide and the number of different software 
titles numbering in the thousands, the PlayStation 2 has been, and 
continues to be, the greatest worldwide success story in the 30-- year 
history of the video game industry. 

When | stop to consider how this all came to be and try to look at 
the myriad of contributing factors in the platform's success, | keep 
coming back to the same conclusion: The PS2 has achieved this level 
of success through a commitment to a wide range of consumers with 
different backgrounds and tastes. This is manifested in a variety of 
software experiences that continue to grow and expand as we enter 
the ninth year of the platform's existence. 

This momentum is not going to go away any time soon. After coming 
off a year where we released one of the most critically-acclaimed and 
best-selling games of 2007 in God of War 2, exclusively for PlayStation 
2 and after the highly anticipated launch of PlayStation 3, we are 
readying significant game releases in 2008 that will continue to provide 
quality entertainment for consumers that have owned PS2 since day 
one, as well as those that decided to join the "PlayStation Nation" this 
past holiday season. As we move through the first half of this year, 
you are going to see hit franchises like Ratchet & Clank and Twisted 
Metal deliver new titles for the platform, as well as the latest in the MLB 
Series, two new Singstar titles, and a number of titles for families and 
friends to play together, such as the Buzz and Buzz, Jr. series’, not to 
mention huge third-party releases like Star Wars: The Force Unleashed 
and Mercenaries 2: World in Flames. And, this is just the beginning – 
the latter half of 2008 is going to hold even more surprises and you can 
bet that PS2 will be going strong when the ball drops on 2008 and we 
move toward 2009 and PS2's 10th holiday season. 

Wow - 10 years! With PS3 entering only its second year and PSP 
just sneaking up on its third birthday in North America, there is a lot to 
look forward to in the world of PlayStation in the years to come and we 
appreciate the fact that you have chosen to be part of it. 





Scott A. Steinberg, Vice President, Product Marketing, SCEA 





Python and the Holy Grail...never 


Ratchet & Clank (top), and Buzz! 


anticipated return of the Twisted 


month. Buzz! continues to be a 


and one for all the family to play 
together, and clearly has plenty 
of scope for further themed edi- 
tions. Even top new franchises, 


not available in the PS3 version. 






“Pm not dead yet...in fact, I'm 
feeling much better," says the 
PlayStation 2 (or was it Monty 


mind). With releases such as 
(right), it's clear that there's 
life in the old system yet. We'll 
have a full review of the much- 


Metal franchise (below), Head 
On: Extra Twisted Edition next 


huge hit as both a party game 


such as Star Wars: The Force 
Unleashed will hit PS2, and in 
this case bring with it content 











Next month 


In PlayStation: The Official Magazine 


The Force is strong with this one. Oh yes, we go to LucasArts as 
the team behind Star Wars: The Force Unleashed opens its 
proverbial kimono for us to see into the future of the legendary 
franchise. We'll unveil areas and characters you've never seen, and 
provide the most in-depth insight into what's already established 
as a hugely anticipated release. Plus, as your PS3 becomes ever 
more invaluable at the center of your home entertainment system 
we've got wide-ranging tips and buying advice for the receivers, 
speakers, and other hardware to get the most from the experience. 
Plus God of War: Chains of Olympus review. We hope. 





www.fileradar.net 





filerada 


š >> This is the brand new, premier, next-gen game links site, 
£2 ру. , built for the community by the community. FileRadar puts 
ы х the true power of game file distribution into your hands. 


? / There are millions of sites to download from, 
P / and only FileRadar umbrellas them all while 
/ empowering you to tell each other not only 
\ , which are the best files to get, but what are 
the fastest and easiest places to get them from. 





2) & With user feedback and link ratings, you 
save loads of time, grief, and money, since 
FileRadar is free to use and update. > 


















SEVEN SCENARIOS IN FULL 3D 
FROM 15515 STRUGGLE FOR POWER TO. 
EVENTS FOLLOWING NOBUNAGAS 
DEATH IN 1582. 


Alchohol Reference 
Mild Language 
Mild Violence 


ESRB CONTENT RATING www.esrh.org 


logo are reg 
ociation. All other trader 


BE RUTHLESS. BE MERCIFUL, BUT ALWAYS 
BE PREPARED. NURTURE YOUR VILLAGE 
INTO A FLOURISHING EMPIRE BY 
BECOMING A MASTER STRATEGIST 
ECONOMIST AND POLITICIAN. 


8 KOEI Co., Ltd. All right 
on is a registered trad 


NOBUNAGA'S 
AMBITION 





CONQUER JAPAN! CONTROL FIERCE 
MILITARY CAMPAIGNS WITH AN 
ENGROSSING 3D 
REAL-TIME BATTLE SYSTEM. 


TO UNITE 
2 PlayStation.e ALL UNDER 
| HEAVEN. 


Station" and the "PS" 
the Entertainment Software 


WWW.KOEI.COM/RISETOPOWER 


Made with love Бу 


ZEIROMAG- 





Ourgoal is to presene с/аѕѕіс MICE дате тадагіпеѕ ЕВ 
they! аге пой lost permanently: 


People interested in helping out in any capacity, 
please visit us at retromags:comi. 


No profitis таде тот ECS SEEMS, nondo we оНегапу то 
амайа етот the publishers themselves: 


ІГуош come across anyone selling releases from 
15 site? ріеаѕе ао по 50ррог them апа CKO E 05 Кпом. 


Thank you! 


